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Single or dua( 300 MHz Intel" Pentium® II processors; Microsoft Windows NT"'; up to 13 slots-and 11 bays for expansion; 
tn 512 MB of njemfty; up to 63.2 GB of storage; Intergraph RealiZm" II graphics; and a range of monitors. ... 




Her UWjufar 

Design faster than ever. Climb to new 
heights in 2D and 3D using a graphics 
machine that will expand to the extreme. 

Run the applications you're used to, 
using the commands you know. And 
do everything else too - from e-mail, 
to multimedia, to animations. 

Put this graphics machine to work 
right away. Share designs and images 
with the machines you already rely 
on. Proof, output, and connect to 
devices on your current network. 

M«sr SWear 

You know us. We're the company 
that's bringing SGI-class graphics 
to Hollywood at half the price. We'll 
deliver the same price/performance 
for you, along with great service 
and support. 

Take your creativity to the extreme! 

1-800*763*0242 

www.intergraph.com/ics/publish 
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Each of the four WaveFilter ImageMagic elements starts as a half-screen demo. Download them, 
then try them in your favorite scenes. You will quickly see how effective they really are. To unlock 
the full image, simply call the toll-free number and register. Don't delay, visit the website : 



WaveFilter ImageMagic bundle retails for $ 350 and includes: 



WaveFilter 2.0 m ■ '225*" when soia scpa rat c i y 

WaveFifter's new advanced interface allows you added 
control with unmatched flexibility and precision. The color 
preview can be used to tweak your image to perfection. 
With ScreamerNet support, animated filler settings and 
batch processing capabilities, you can move many pre- and 
post-processing operations directly into LightWave 3D"! 

WaveFilter Depth"' ■ niT when sold separately 

Individually blurs each pixel for a stunning Depth- 
Of-Field effect, without overly long render times. A 
FocalPoint object supports rack focus and track focus. 
linciudes Anaglyphic 3D (Red/Blue) and BAY filler. 

WaveFilter Shatter? ■ s 125 m when sold separately 

Includes a wide variety of shader plug-ins such as 
Transparency, Vanish, Ghost, Specularity, Negative, 
Black&Whitc. Color, Absolute Color, Luminosity. 
Diffusion. Reflection. Refraction, Posterize and Limit. 
Extensive controls for gradient fall-off and turbulence, 
allowing unparalleled surfacing flexibility. 

WaveFilter Volume" - not so td separately 

WaveFilter Volume allows you to create volumes of fog. 
clouds, fireballs and adds depth to water. 
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The WaveFilter 2.0 interlace 

LOVE 'EM, OTHERS DO! 

"WaveFilter is a great tool. ..and one of the 
greatest plug-ins around!" 

Dave Carlson, Area 51 

"With all of WaveFil ter's abilities, there is 
something here for everyone." 

Douglas J. Nakakihara, NewTek, Inc. 

"This is the only plug-in I've found that I use in 
one way or another in every scene I make." 

David Hopkins, Mach Universe 



MIS FOR 3D ARTISTS 



DOWNLOADS AVAILABLE AT: 

www.wavefilter.com 

DEMOS GALLERY ORDER FORM 

QUESTIONS: (913) 685-2700, FAX: (913) 897-8032 
ORDERS: 1-800-PLUGIN2 or see our ONLINE ORDER FORM 



Unlimited Potential. Inc. and WaveFilter and Iheir logos are trademarks of Unlimited Potential. Inc. Specifications subject to change without notice 
Lightwave 3D is a trademark of Newtek, Inc. © 1995-1997 Unlimited Potential, Inc. All Rights Reserved. 
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Digital Muse: 

The Muse 

That Roared 

by Dick De Jong 
and Molly Dinkins 




TUTORIALS 

LightWave 3D 5.5 Feature Makes 
It Easy: Spike's Snaking Steamer 
Smoke 44 

by Ryan "Spike" Dauner 

A Facial Peel That Doesn't Burn: 
Skin-O-Matic 48 

by Erik Flom 

A Trade Secret for Infinitely Looping: 
Seamless Video Clips 52 

by Eric Bottorft 

MS 

Waves: Bug Fixes and Advice 14 

by John Gross 

Flying High: The Tale of Ghosts and Clones 16 

by Joe Tracy 

LightWave 101: Finishing the DMA Strand 34 

by Scott Wheeler 

Wave FIX: Men in Black's Dragonfly Title Sequence: 

On a Wing and a Prayer 38 

by Tom Williamson 

Mojo: Life at the Top: Be Careful What You Wish For. . . 80 

by Mojo 

Autumn Light Entertainment 

brought LightWave to the big 

screen this summer in the 

opening sequence for Men in 

ON THE COVER: Black. See how it was done in 

This month's cover was ,he " Wa * e W colijmn - 

created by Digital Muse psge 38 

animators in LightWave 
3D 5.0 on an Alpha- 
based Windows NT 
workstation. 



NewTek s new NTSC test 
signal generator, Cahbar, 
reviewed on page 61 
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by Fred Berney 
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Calibar 

by Jim Davis 
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BYJOE TRACY 

Focusing on product 
deadlines, aliens, super 
ships, and superheroes. 



OUR EDITOR'S OPINIONS ON IMPORTANT NEWTEK ISSUES 



Navigating the Winds of Change 

TITANIC POLICIES 



Have you ever paid full admission to a movie just to see a preview? 
That was my recent motive as I dished out full admission for the 
movie In & Out with no intention of seeing it! My interest was strict- 
ly in the promised preview of James Cameron's Titanic that was to appear 
before the film. As scheduled, the preview did air and was worth every penny. 



A number of the effects foi Titanic, which has 
received rave reviews by test audiences, were creat- 
ed by the Lightwave NT team at Digital Domain 
The effects are so realistic that it will be nearly 
impossible to tell where the computer-generated 
shots were used! See the next issue of 
NewTekniques for details on Titanic, which hits the- 
aters an Dec 19 

Like the Titanic, Digital Domain's LightWave NT 
team struck an iceberg at the news that one of their 
lead animators. Grant Boucher, left to start a 
LightWave-based effects company. Boucher is now 
the CEO and president of Planet X. 

Thanic Aliens and Superhrroes 

LightWave 3D's use in Hollywood isn't limited to 3D 
effects. A look at Starship Troopers and Batman Vs. 
Mr. Freeze: SubZero will quickly reveal that. Starship 
Troopers might have used models for its ship effects, 
but those are models in which the motion paths foi 
the movements were created in LightWave! Check 
out ' ShortTakes" in this issue for more information. 

In Batman Vs. Mr. Freeze: SubZero. Foundation 
Imaging had the unique task of using CG 3D anima- 
tion to create 2D-looking shots. More companies are 
getting into this type of animation now, including Fox, 
where 3D animation programs were used for many 2D 
effects in the upcoming Anasiasia. 



For the past couple of years, NewTek has imple- 
mented a very strict policy about not discussing or 
announcing any products until they were completed 
and close to shipping. This policy was broken at the 
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recent SIGGRAPH where NewTek demonstrated 
portions of a new paint program (formerly TV Paint) 
that it is preparing to release sometime in "early 
1998." It will be multi-platform and will integrate 
closely with LightWave 3D to perform functions no 
other paint program "can come close to." With the 
capability to do compositing, unlimited layering, 
rotoscoping, transitions, animated texture maps, 
effects, some editing, painting on objects, and much 
more, this program has been described by some as a 
mixture of After Effects, Photoshop, and Deltrxe- 
Pamt. But NewTek runs into a potential PR disaster 
if this program doesn't ship, NewTek has worked 
hard to avoid the "Trinity syndrome," so it is my sin- 
cere hope that the delivery is made in "early 1998" so 
the focus can remain on NewTek's products, versus 
whether a promise is kept 

UFO Winner 

Congratulations to Ty Robinson, whose winning entry 
in the Five-Minute UFO contest appears in the 
"Renders' column of this issue. You can see the 
images of the two runners-up (John Niehuss and 
James Darknell) at my NewTekniques Web pages 
located at www.studrovisions.com/newtekniques. 
Once there, select "Contests." There will be a new 
contest in the next issue of NewTekniques to comple- 
ment the "Five-Minute Logo' tutorial. 

Soon NewTekniques will be sailing mtc 1998, cov- 
ering the winds of change on NewTek's horizon. If 
1997 is any indication of what 1998 will bring, then I 
believe we'll be in for a real adventure. 
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THE LATEST MOVIE 



super 



AND HIS 



It takes a man with larger-than-life power 
to create the visual effects that make 
Barm an" cv R ubin perform their death- 
defymg feats. And while JOHN DYKSTRA 
makes that look easy, he always has a 
budget looming overhead as well. That's 
why John counts on Silicon Graphics 
solutions like the 02 ' workstation. 
"Their high-performance platforms have 
been instrumental in helping us work 
more efficiently and economically. No 
longer can you say to the director 'that's 
impossible, you can't do it!" because we 
can! We can do more iterations of each 
shot than ever before and still stay within 
budget." And 02 makes it all possible. 
See our Website or call B00.635.S184, 
Dcpt. LS0086 for more information. 
And get yourself the system that'll create 
special effects for your budget. 



GET A FULLY-LOADED OI 

WORKSTATION FOR $5,902* 

AT THE NEWTEK EXPO, 

BOOTH* 300. 



www.sgi.com/02 




WSiliconGraphics 
Computer Systems 



C [997 Silicon Graph ci. Ire AH njhes reserved. Silunn Graphics awl the sMcor. Grajalvcs left, are reentered trademarks, and OI. s a irademark of Uleon Graphics, Inn MIPS and the MIPS RISC Certried Pt»**r lojo are rejuiered 
tniiferrjrfcs.andFUOOGOand f\5DC0are irademam.of MIPSTechnologiw. Inc. BATMAN. ROBIN, and all retired cluracwrs. names and wdeiiara Trademarks of DC Csmics© 1997. " SS.902 |US.) n waitabte one/ a: NewTelt tjipo 
m SAton Griphict Bodtnis 3W 
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If you have a question 

you would like to ask 

NewTek, mail it to: 

"Ask NewTek" 
NewTekniqu.es 

1 03B W. Haniard Blvd. 

Rosebuig. OR 97470. 

You can also email 

your questions via 

jtfacy@inain.Fosenet.net. 



Q. 



A. 



Q. 



A. 
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Q. 



/ understand thai you introduced 
a new paint piogram at SIG- 
GRAPH What exactly does it do 
and how does it incorporate with 
light Wave 3D? What platforms 
will it be available on? 

The 2D and 3D paint and anima- 
tion package is designed to work 
either independently or in con- 
junction with Lightwave 3D 
The paint package also includes 
compositing, unlimited layers, 
animated text, rotoscoping. and 
many additional features. 
It is still in development and we 
will be talking more about it in 
the beginning of 1998. Plans 
now ate for a PC version. 

Do you plan on incorporating 
Suuound Sound capabilities into 
future Flyer upgrades? What are 
some ol the capabilities you are 
•miking on m Flyei 5.0? 

There aie no specific plans fot 
Surround Sound at this time 
Upgrade plans foi Flyer 5.0 have 
not been completed and thus we 
have no specific details on capa- 
bilities Discussions are still under 
way with out useis and develop- 
ers foi future Flyer upgiades. 

Do you have any plans to imple- 
ment a moie robust plug-in 
architecture for LightWave 3D? 
Also, will the capability to clone 
an object and its descendants be 
added? 

A new software development kit 
■ is being rewritten at this time 
and should be incorporated in 
future releases, [No details on 
6,0 are publicly available at this 
point) 

Calibar came as a complete sur- 
piise to the video woild; any 



A 
Q. 

A. 
Q 



A. 



other tricks up your sleeve that 
will be unveiled down the road? 

Keep checking our sleeve and 

• look for new announcements. 

Will theie be any future Flyer 
development on the Amiga 
platform? 

As long as theie is a market for 
the Amiga platform, we will 
continue to suppoit it. 

What s the most flexible and 

• time-tested way to cieale a skele- 
ton using bones in LightWave? 
This assumes 1 will eventually 
wish to add IK to the bone chains 
to get it to move pwpeily Also, 
how do you get other objects to 
track bones properly (like glasses 
or parented clothes), when such a 
chaiactei moves? 

NewTek's Brad Feeble: 
responds: Well, the fust question 
is double- edged. The most flexi- 
ble way is also the least time- 
tested Using Skeleton Maker 
(Modelei plug-in) allows the 
user to simply draw splines to 
create bone placement This is 
certainly the easiest method, 
but not the most time-tested. 
There is also the capability to 
simply Diaw Bones in Layout 
5.5 This is a vety good way to 
place bones quickly and with 
gieat accuracy. Diaw Bones will 
also enable you to draw child 
bones, which creates the hierar- 
chy automatically and is veiy 
useful when placing bones foi 
use with IK 

The time-tested solution is to add 
bones manually and then place 
them. This is also the least flexi- 
ble. Because placing bones this 
way is not optimal, we have 



a 

A. 



added the previously mentioned 
features to 5.5. Since they are 
both new to 5.5, neither is time- 
tested but both are certainly 
superior to the previous method 

The second question is also two 
questions in one. Glasses aie a 
rigid body that you only want to 
follow the position of the bones 
controlling the head of an object, 
Tne glasses should not be 
deformed by the head bone, so 
you should use the Parent Bone 
p[ug-in available in the motion 
plug-ins. This will allow you to 
parent the glasses to any bone in 
the scene. 

The best way to have bones 
deform clothes is to have the 
clothes be a part of the body 
tr.esh. This way the bones 
affecting the mesh also control 
the clothes. If for some reason 
this is not possible, the clothes 
should have a second set of 
bones to control them These 
bones can either te hand ani- 
mated to match the body (for 
ultimate control), or use the 
Parent Bone plug-m to have the 
second set of bones follow the 
fust (less control). 

Now that you've moved to Texas. 
• how can I reach yen? 

Out new coiporate facilities are 
beautiful and located in San 
Antonio, TX. Our address is 

NewTek 

Fountain Head One 
8200 1H-10 West. Ste, 900 
San Antonio. TX 78230, 

Our phone numbei is: 
(800) 843-8934, 

The new fax numbei is, 
(210)341-2140 
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new plug-ins 
for LightWave 3D. ' 



New! This collection of 16 LightWave utilities is sure to have at least one important tool for every animator! 
Create superb shadows, add noise and scan lines, give your objects a pencil drawn effect, change the 
lighting model, even create a 360° panoramic view of your scene! 

•Soft Reflections - Allows realistic blending of shadows, changes surface reflectivity and transparency, has a distance falloff 

option. 

■Shadow Blend - Eliminates front-projection mapping for shadows in CGI compositing. 

•Lighter - Replaces LW's lighting engine. Selective inclusion and exclusion of lights, phase shifts; allows surfaces to transmit 

light. 

•Fresnel Shader - Controls for contrast and bias, surface modifications, and value limiting. Also does ink and pencil drawn 

effects. 

•Video Lines - Overlay horizontal or vertical lines for that "old TV" look. Control width, brightness, invert them, or soften the 

. Image created using 

edges . me p erlC j| arK j 

•Video Noise - Add "static" to your image. Choose colored or grayscale, a coverage percentage, even animate it! Fresnel shaders. 

•Pencil Shader - Add custom lines over an image to resemble hand drawn artwork. Very customizable, works on any image. 
•Brightness/Contrast - Apply brightness/contrast filter at rendering, not later. Keyframe to null object to animate! 
■QTVR Panorama - Full 360° view of your scene. Perfect for game developers! 
■Ortho-VU ■ Render isometric views of your scene. 
•Front/Top/Side View - Quickly render any view of your scene or object. 

•Layout Distance Tools - Accurately measure distance between two objects, a light and an object, or an object and the cam- 
era. 

•Object Replacement - Change object replacement order, speed, etc. 

•VistaPro Script Read/Write - Turn a VistaPro 4.0 camera motion into a LightWave motion file. 
•Parent to Object - Parent a bone to an object. 
■PointString - Modeler plug-in. Connects a series of points with 2 point polygons. Useful for making lightning, hair, more. ihe Fresnel shader 




: aok 




Image created using Soft Reflections. 



Image created using Ihe Fresnel Shader. 



Just released! The easy way to clean old animations off of your hard drive! 
Stripper for LightWave gathers all files pertaining to a specified animation, 
including all scene, object, image, and Particle Storm files, and neatly pack- 
ages them as one .zip file while maintaining all directory hierarchies. With 

password protection available, you can now back up and transport your animations without all the hassle you 

are now experiencing. So gel it. Use it. But keep your clothes on. 



Also published by Dynamic Realities: ShaderMan, Lock & Key, Particle Storm, and 
IMPACT!. All products are currently available for Intel and DEC Alpha. PowerMacintosh 
versions to be released by December 31, 1997. 
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1900A Pewaukee Road Waukesha, Wi 53188 USA Main 414.549.2200 Fax 414.549.2225 Sales 800.944.5520 
http://www.dynamic-realities.com sales@dynamic-realities.com 

All products mentioned ate Iradematks of (heir respective companies. © 1997 Dynamic Realities. All rights reserved. 



Amiga, Inc. is 
committed to keeping 
the Amiga in the public 
eye by attending and 
helping to organize 
trade shows. Some of 
the shows the company 
is working with and will 
attend are: 



The Atlanta Internet Art Show 

Oct. IB 

NewTek Expo 1997 
DgL 1 9-22 

AmiCon Ohio 
Nov 1 & 2 

IPISA in Italy 
Nov. 29 

Gateway Amiga St. Louis 

Match 13-15, 1998 

If you are planning a show or 
would lib to know how your 
company can coordinate with 
Amiga Inc. on trade show related 
organization, contact; 

Darreck Lysle 
Amiga, Inc. 
600 North Derby Ln. 
Sioux Eity. SD 571149 

Phone: (B05) 232-6442 

fax:(605)235-1002 
[mail: Darreck@amiga.de 




THE AMIGA 




IS TO LOVE IT 



To know the Amiga is to love it, even though it is i 
Id be a loyal Amiga oser today without being a little 
[rostrated. While other computers coolinoe to move for- 
ward in leaps and bounds. Amiga users are left with a great bu l 
aging computer. There have been nn techno logically new 
machines released in years, and new product development is 
left solely in the hands of third-party manufacturers. Some 
development companies find that sales don't meet expectations 
and small dealers are lighting the odds to make ends meet. Yet 
these companies persevere with the belief that Ihe Amiga will 
one day make a comeback. 

What really drives the Amiga and sets it apart is its community 
of users. They give it head end that continues to keep this plat- 
form alive. It is vibrant and prolific sod produces a plethora of 
quality software, released lo the public for the beoefit of all. 
Annuel, the huge repository of shareware, is ooe ol the main 
reasons Ihe Amiga is still a viable and functioning platform 
today. Without the cootrihulions ol this Amiga community, the 
Amiga woold have been relegated to history long ago. 



in and savvy during 
I times. Amiga programmers continue to puisne 
their work with passion and produce innovative solutions to 
increasing software demands. Surprisingly, many companies 
ere thiiving in the Amiga business. They have learned to exploit 
Ihe Internet to cleverly market and distribute their products. 
Ihey know that it is vital to slay connected to the community and 
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listen lo what it says. If is these very companies that will he ready 
when the Amiga again makes its presence known. 

Most ol us know the current shape of ihe Amiga, but what we need 
to know more aboot is the future. Gateway Z0DO oow holds all 
rights lo the Amiga technologies, and Gateway's track record is an 
example of success. Ihe gem of Ihe Amiga, the OS, caught 
Gateway's eye. this compact and efficient OS can be placed neatly 
on a chip and installed into many devices, from telephones to Mars 
rovers. Gateway created two wholly-owned hut separale compa- 
nies, one based in Germany called Amiga International and anoth- 
er based in Sioux City, called Amiga, Inc. An Amiga-specific 
research and development stall headed by Jeff Schindler, is heing 
tied directly from the Amiga community, this fact has 
mis implications. II the ID team is made op of Amiga loy- 
alists, it certainly means the spirit of Ihe Amiga commuoity will per- 
vade Amiga, lot. Darrecx lisle is the oew public relations coordi- 
nator. One of his first tasks is to coordinate trade shows. Already 
Amiga. Inc. plans to attend at least five shows in Ihe next six 
months, likewise, there is an effort underway by Amiga Inc. In 
organize developer conferences at these shows and to establish ao 
official lorum where developers can share their ideas under the 
coordination of Amiga, Inc. Another positive lad is that Amiga, Inc. 
puts great priority on 101 percent backward compatibility, this fact 
alone indicates an intention to develop a new Amiga system lhat 
will maiotaio compatibility with existiog software. 



lo dale, Amiga, Inc. has released little official information. Many 
believe this suggests duplicity, but others argue it represenls smart 
busioess practice. Amiga, Inc. is using good business sense in not 
annooncing its intentioos. Intentioos cao be miscommuoicated. 
I only announce selid plans. 



Even though the big picture is not yet clear, I personally leel very 
positive about the Amiga's future. It will be gratifying to finally see 
a company deliver what it promised. II Amiga, loc. does this, it will 
go a loog way lo secuie Ihe loyally ol Ihe Amiga community, and 
lhat loyalty will be vital lor them to thrive. 

Fletcher Haug is the edilor-io-chief of Ihe Amgi Inlamei. He can 
be reached by email ateldritch@mhv.net or on Ihe World Wide 
Web at vmv.amigaiolormer.com. 
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Since **P" years 
the biggest AMIGA-event 
the world: 
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Amiga Is Back!!! 

Come and see all new Amiga systems, peripherals, CD-ROMs, 
games, applications, and, and, and... 

Like the Phoenix raising^out of 
the ashes, the 




is once again 

destined to be a powerhouse 

in the video industry. 

Midwest Amiga Expo: Novlst & 2nd Gateway Amiga Show: March 13th-15th 

Circle #216 




Image courtesy of Saban Entertainment, Inc. 
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SHYER SURFER 
CATCHES THE WAVE 

BY JDE CLASEN AND SUSAW ISHIDA 

Lightwave 3D users end Marvel tonics lans may soon have in 
start waling up early on Saturday noiomgs. Starting in early 
1 538, "The Silver Surfer" will begin a new journey through 
uncharted 3D galaties thanks to an innovative nix nl traditional, hand- 
drawn eel animation and LighlWave eel edge and eel shader animation. 
Lightwave will make it possible lartlie show to fealure a rich and cara- 
plei universe lull ol strange planets, eiliaordinary ships, and cosmic 
special effects that otherwise would be impassable to pioduce within 
the budget and lime constraints ol Saturday morning television. 

It will come as no surprise to fightl'Jave users that our favorite 3D 
package can be used to model and animate cool spaceships and plan- 
ets. Ihe look ol the Silver Surler's world may come as a hit ol a surprise 
though, even to those familiar with lighfa and its eel-look effects. 
Dale Hendricbon, former art director lor "(ha Simpsons" and now art 
director aod CGI supervisor lor the Silver Surfer, decided to base the 
look ol the show on the unique style ol the classic Marvel artist, Jack 
siiiy. Back io the 1960s, Xiiby leinvenled the look ol comic books with 
his own dramatic, tigh-eoergy style. As the new millennium approach- 
es, Hendrickson is betting that the hold style ol DCirbry combined with 
the power ol [igh&.e /.I 1 help ushei in i rie.v :>'■ lor Satuicaj 
morning animation 

Besides araaring ships and mysterious woilds. LightWava is being used 
to create the charadei ol Ealactus, the omnipotent being who roams 
the galaxy feeding on planets. lighl'.Veve 3D 5.5 leatures like Morph 
Giwio aie being used tu bung lile to the MelaNORJS-modeled charac- 
ter, tip syncing and othei facial expressions are a biee;e to animate 
with this new lealuie. Artists are privided with detailed exposure 
sheets that list all the pha relic sounds Ihe chaiactei produces in the 
process of speaking his fine. Each sound ha; a corresponding keyframe 
number that Ihe artist uses to create keynames in Morph Gizmo. By 
matching the exposure sheet leys with the Girmo keys, the artist is 
assured that Ihe animation will sync CDirectly with the audio track 

Othei new features like Steamer are proiidiog special elects to 
enhance Galactus' unearthly qualities, Galactus emits energy in the 
form ol bolls and spares and what the Surfer team affectionately relers 
to as "Kirhy Hols." Steamer, used with Particle Storm, can cieale an infi- 
nite variety ol energy effects that are not only visually interesting, hut 
also highly controllable. CGI technical director Don McCoy is always 
lookiog for interesting new plog-ins that can provide Ihe show wilh new 
locks and effects, while still maintaining the essence ol Ihe Kirby style. 

fhe chaiactei of the Silver Surfer himself is being produced as tradi- 
tional eel animation and will ultimately be composited with the 




e animation. It's Hen dnckson s respo nsihility to make suie that the 
hand-drawn and computer-generated elements blend together Early 
response to the woik has been extiemely enthusiastic aod Ihe amount ol 
LigbtWave animation being used in the show keeps increasing with every 
new set of story boards, lesls have been done to cieale the Surf or himsell 
in LighiWave and the idea still intrigues Ihe SilveiSuiler team. As LirjhlfeVave 
continues to evolve and the lalenls of Ihe artists who use it continue to 
mature, there are very lew things left llral LighlWave can't do. 

"The Silver Surfei" will ail Saturday mornings on fox starting in January. 
Ihe shew is heing produced by Saban Entertainment, Inc. in Los Angeles, 
and will help expand the use ol LighlWave 3D at Satan and other animation 
studios. Looks like eveiybody is catching the "Wave!" 

Joe Clasen and Susan Ishida run 

Joe's Digital Bar 8 Grill. Recent projects include Casper 

— A Spirited Beginning and 'The Silver Surfer. " 



Those watching Kids WB on Ihe 
Warner Bros, netwofk can't 
help but gel a heavy dose of 
LighlWave 3D work, courtesy: of Spin 
Cycle Animation & FX. 

I is now airing our 
LightWave-generatetl scots daily," 
says Jake Carvey, Vice president of 
Animation and effects for Spin Cycle, 
"This includes the 3D lot, vehicles, 
and logos, including the giant 
metallic logo." 

Adobe After Effects aod Photoshop 
were also used in the LighlWave cre- 
ations. Carvey says that they also 
osed LightWave plug-ins like Poppet 
Master, Light Diffusion, Load from 
Scene, Realilools, Gaffer, and 
WaveFilterdet+.Doeofthemosl 
valuable plug-ins they used, accord- 
ing lo Carvey, was Lazy Poinls, which 
comes with LightWave and played a 
major rofe in all the logo effects. 

"We also composited a number of 
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LIGHT-ROM GOLD represents the best of 
LIGHT-ROM issues 1, 2. and 3. 

"LIGHT-ROM GOLD is a golden resource. " 
Dan Ablan, author of Lightwave Power Guide, 
VTU 1/97 

■LIGHT-ROM GOLD - 90% rating, " Amiga 
Format 2/97 




In addition to the new Lightwave collection, there 
are collections of Image maps and Image map 
sequences, 3D Studio objects (200 megs - 
importable into Lightwave), Imagine objects 
(190 megs) and 240 Image Backdrops in 752x 
480 resolution in IFF24 & Targa formats. As 
with all LIGHT-ROM COROMs, these collections 
on LIGHT-ROM 5 include thumbnail renderings 
for easy previewing (except Imagine objects). 



Choice of DEM-ROM 
or MULTIMEDIA BACKDROPS 
with any LIGHT ROM 
purchase. 

Offer expires December 12, 1997. 
See description of free CD-ROMs below. 



DEM-ROM 



MULTIMEDIA BACKDROPS 



DEM-ROM contains over 1,000 digital elevation 
maps (DEMs) from the USGS. Along with these 
digital elevation maps are thumbnail renderings of 
their topographical maps in Jpeg format for easy 
previewing. DEM-ROM originally appeared on 
LIGHT-ROM 3. 

These digital elevation maps can be used with any 
program that accepts the DEM file format such as 
VistaPro. Scenery Animator or World Construction 
Set to create beautiful still images or fantastic flights 
through your favorite scenery. 

100% royalty free -less than 3 cents per DEM! 
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For Toaster Users... 

Multimedia Backdrops contains 100 
backdrops designed for Desktop Video 
and Multimedia work in the IFF24, TARGA. 
and TIFF file formats in NTSC (752x480). 
The INDEX directory gives you thumbnail 
renderings of all the backdrops for easy 
previewing. 

100% royalty free - less than 
40 cents per backdrop! 
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ORDERS ONLY !• 800*265 • 4041 • SALE ENDS DEC. 12, 1 



VOICE /FAX -502-363-2986 • E-MAIL-michael@iglou.com * DEALERS, CONTACT MICRO-PACE, INC. FOR DISTRIBUTION. 
Shipping is $4.95 for U.S. & Canada - $6.95 International / C.O.D. $4.50 Extra 



GRAPHIC DETAIL 






GRAPHIC DETAIL INC. * 4556 SOUTH 3RD ST. ♦ LOUISVILLE, KY 40214 * USA 

LIGHT-ROM," "DEM-ROM," and "Multimedia Backdrops" are trademarks of Graphic Detail Inc. All other trademarks are the properties of their respective companies 
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Lightwave JD 



Delivers the Troops 

s 




tarship Troopers should be storming your local cineplexes any 
day now. During Paul Verhoeven's production of the intergalac- 
tic war between humans and alien insects, Radical 3D, a small 



visual effects house in Century City, CA, recruited Lightwave 3D to help 
deliver the brave troops to their entomological destiny. Radical 3D is a 
symbiotic partnership between Jason McKinley and Jim Dziadulewicz 



Lightwave 3D in a space movie, so what's 
new? Jim Dziadulewicz's work with the Navy, 
for a start. In his "day job," he's an engineer in 
the modeling and simulation department at 
the Naval Air Warfare Center at Point Mugu. 
CA. Among his other duties, he uses Light- 
Wave to model targets for training and simula- 
tion exercises. 

Jason McKinley graduated from UCLA fiim 
school and has TV and film experience as a 
writer, editor, and producer. McKinley and 
Dziadulewicz met about a year and a half ago 
on a project and decided to mesh their com- 
plementary skills to form Radical 3D. 

The real twist to this tale is how Radical 3D 
employed LightWave in Staiship Troopers. 
Instead of modeling starships, McKinley and 
Dziadulewicz worked for more than four months 
setting up the space scenes and motion paths 
that would guide the motion control process. 

The original plan for the visual effects was 
to do the whole show in CGI and then it was 
decided to use real models and that set the 
schedule on its ear. To expedite the process of 
setting up the scenes and the motion paths. 
Radical 3D was hired to design the shots with 
LightWave. After the shots were approved, the 



LightWave scene files were translated by a 
proprietary plug-in and fed into the motion 
control system. 

This method allowed for experimentation and 
fine tuning. "We could do two or three takes a 
day on LightWave, McKinley said. "With motion 
control, they might be able to do one every two 
or three days." This efficiency was important 
because sometimes the designers had not quite 
decided what the shot was going to look like 
With LightWave. they could try a shot a number 
of different ways and only take it to motion con- 
trol when the shot was perfected. 

"It's the first time that I know of that 
LightWave was used like this." McKinley said. 
"It was very cool " 

Recently, McKinley and Dziadulewicz 
teamed to work on a Subaru ad. The agency 
wanted a glider to swoop over the shot of their 
Outback curving its way through an idyllic set- 
ting. Dziadulewicz modeled a glider from an 
image he found on the Internet and McKinley 
laid out the flight path. The glider was compos- 
ited in the scene using LightWave and a film 
grain plug-in to match the original shot. 

The challenge was the glider shadow 
McKinley came up with an ingenious solution. 



He used a clone of the glider for the shadow 
and then put bones in the wings to simulate 
the shadow conforming to the terrain. 

McKinley describes Dziadulewicz as "one 
of the best modelers I've ever seen. It's 
amazing how fast he is." Dziadulewicz dis- 
played this skill for a recently completed pro- 
ject for "Runaway Trains." a program for the 
Discovery Channel. He recreated several his- 
torical train wrecks, including a 1952 
English train disaster that involved three 
trains and more than 50 cars. 

Working from photos and newspaper 
accounts, Dziadulewicz said. "I had to recre- 
ate unwrecked cars from wrecked ones. And I 
had to deliver the scene in a week and a half." 

Thus Radical 3D— yet another young 
California company — has joined the Hollywood 
LightWave fleet, meeting the creative chal- 
lenges on the coast, exploring the CG waters, 
and expanding LightWave's possibilities for 
the rest of us in the hinterlands. 

Dick De Jong and Molly Dinkins produce 

video documentaries and animations for 

Multimedia Associates in Austin, IX. 

They can be reached at mma@eden.com. 
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HOW WITH POWERTHREADS™ TECHUOIOGY 



Sec the results of our m u 1 1 i - 1 li r e a d e d OpenGL : ' technology at www.dyBamicpJCtures.C01 



USUALLY, THE CARLS 

THAT BOAST THE HIGHEST 
BENCHMARKS CHOKE WHILE 
RUNNING- REAL-WORLD 
3D APPLICATIONS. 




MEET the 

EXCEPTION 



Meet the exception to performance 
bottlenecks. Dynamic Pictures 
Oxygen" 3D Family of graph- 
ics accelerator cards. The 
only cards with new 
performance boosting 
PowerThreads" tech- 
nology. This unique and 

innovative technology for mult i- threaded OpenGL delivers 

stellar professional 3D graphics performance, not just high 

benchmark scores. 

Now the scalable Oxygen 3D Family automatically 

takes advantage of multi-CPU systems, enabling each [BOTTLENECK" 

CPU to simultaneously communicate with multiple 





H ZONE If 



Oxygen chips, resulting in astounding rendering and texture 
mapping performance improvements. In other words, you'll 
be rocketing along in the bottleneck-free zone. 

Whether you choose the single-chip Oxygen 1 02, the 
dual-chip Oxygen 202 or the quad-chip Oxygen 402, 
you'll get unheard of performance for all animation, 
modeling and CAD applications based on OpenGLand 
cidi" running on Windows NT. 18 ^ 
Powerful. Award-winning. 
Unrivaled advanced multiprocessing 
3D technology. And prices that start 
under SI ,000. Dynamic Pictures 
p R f £ II Oxygen. Innovative? Totally. 
Exceptional? Absolutely. 
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DYNAMIC PICTURES OXYGEN 



Toll Free: 1-800-464-3348 1-408-327-9000 www.dynam icpictures.com info@d)7iamicpicTures.com 

1 99? DyTiarrrJcfrtiurKjric. All ngMs resets Inc.. 0-.vge.if.n3 Pnv^rTrneads are trademarks dI Dynamo Pictures, Inc. 

OpenGL e a ragisi#wl Tradsniaifc of Silicon Graphics. Inc Ai ouwr ir&Jenames are property of ther respecuve owrers. 
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INNOVATIVE LIGHTWAVE 30 APPLICATIONS FROM OUR LIGHTWAVE MUSE 




Solving readers' lighlWave 
problems and giving advice 
oe demo reels. 



BY JOHN 
GROSS 



Figure I: 

Trie LightWave Color 

Changer plug-in allows you 

to change interface colors 

with RGB sliders. 
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Figure 2: 
Black bands appearing when 
rendering the Earth with a 
bump map are most likely 
due to precision limits and 
resulting rendering errors. 



Reader-Submitted Questions 

BUG FIXES AND ADVICE 

Ql am using the Windows/Intel version of LightWave 3D 5.5 
and can't figure out where to set the interface colors as you 
■ mention in your article in a previous issue of NewTekniques. 
Is this a feature that might not be available in the Intel version? — Alex Marino, 
alexmar@MT.net, Helena, Montana 



A 



LightWave and Modeler get theii 
colors from a config file called 
LWCom.cfg, which basically lists the RGB 
values of the different elements in the 
programs. You can change this file or, bet- 
ter yet, use a generic plug-in (included 
with LightWave) called Color Changer 
(Figure 1) that enables you to adjust col- 
ors with RGB sliders. You can also save 
and load different config choices here. If 
the LWCom.cfg file is not found, 
LightWave and Modeler will use their 
default color choices. As far as 1 can tell, 
there is a bug with this plug-in that caus- 
es it to save any new configs created to 
the content directory instead of the work- 
ing directory in which LightWave search- 
es for the config files. (I have also seen 
them saved to the root directory of the 
content directory} Move them from 
where they were saved and rename them 
to LWCom.cfg (making sure to place them 
where the other config files are located). 
The next time you start LightWave, your 
new scheme will be used. 



Q 



1 have a very strange bug that I can't 
figure out. It only happens with a 
specific scene that 1 have set up. The 
scene file consists of the following: I have 
three planets that I am zooming past and 
then I approach Earth. The problem hap- 
pens whenever I try rendering the earth. 
I have a bump map applied, but 1 never 
see it, plus 1 get large black "bands" that 
show up on the earth No matter what 
values I change, the earth always renders 
badly. What is my problem? 1 am sending 
along an image of my earth planet show- 
ing the problem {Figure 2). 
—Bradley Seyah, Salt Lake City, Utah 

i u I have a pretty good idea what the 
* a problem is, but would need a bit more 
information about your scene. First, you 
should make sure that yotir model is okay 
Check it out in Modeler to make sure there 
are no non-planar or flipped polygons. 
Chances are. since it is most likely a 
sphere object, that it is fine. Next, load it all 
by itself into Layout and try rendering it. 
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My guess is that it will render fine. If not, 
you have a problem with youi object. 
However, if it renders fine, you are most 
likely encountering a precision problem 

When describing your scene, you mention 
that you are "zooming" past planets. Did 
you create your object to a very large scale 
and are you zooming through a very large 
space? If so. chances are LightWave is 
reaching the limits of its precision and you 
are starting to see rendering errors. Are 
you also ray tracing or shadow mapping? 
Also, make sure that you don't have a very 
large planet object, possibly far away from 
Layout's center, and have it parented to a 
Null that is scaled up or down (or the 
object itself is scaled a lot). All of these 
things, when added together, help you to 
reach the end of Layout's precision. Errors 
in rendering, often with shadows, seem- 
ingly missing polygons, or bump maps 
that won't show up, are all symptoms of 
running out of decimal points. I believe 
that Layout is precise to six digits. 
Anything past that and you run a risk. 

To check in your scene, try moving your 
earth object to 0,0,0 and render it. If it ren- 
ders fine, you have found your problem. 
Make sure to check for scaling factors, too. 
The lesson here is that, although it is usu- 
ally accurate to model to scale, there are 
instances where it is not practical and 
error-inviting to do so. DNA strands and 
space elements are two good examples. 



Q 



a 1 am an aspiring computer animator. 1 
■ have two years of experience with 
LightWave 3D and am putting together a 
demo reel. I was wondering what I should 
put on it. I was thinking about making a 
mini-movie. Is this a good idea, or should 1 
put a few different animations on it? I am 
leaning toward the mini-movie. Could it get 
me a job? I would appreciate any response. 
— Richard Sarasua, bascol@cyberhigh- 
way.net 



As Id what you should put on a reel — 

that depends on what kind of work you are 

looking for. Depending on the size ol the 

company, a little variety is appreciated, 

plus it helps show your range. 
Companies don't always work on the exact 

same show/feature unless they are a 

smaller company and that is their only gig. 

Good character animators are always in 

demand, so if you have any character 

animation stuff that looks good, I would 

certainly include that. 



A 



First and foremost, only put your very 
best work on a demo reel. If you only 
have a bit of stuff that is really good and 
the rest is mediocre, I would opt for only 
putting the very best on and explaining in 
a cover letter that the reel is short, but you 
just wanted to show the work that you are 
capable of. From my point of view, I would 
rather watch a really short good reel as 
opposed to a long bad reel, 

As to what you should put on a reel — that 
depends on what kind of work you are 
looking for. If you are trying to get a job 
with a company that makes game graph- 
ics. 1 would suggest putting some game- 
type graphics in there, If you are going for 
a job with a company like Digital Muse, I 
would like to see stuff that relates a bit 
more to things that we work on. That does 
not mean, however, that you should only 
send stuff that is exactly like the work that 
we do. Depending on the size of the com- 
pany, a little variety is appreciated, plus it 
helps show your range. Companies (for the 
most part) don't always work on the exact 
same show/feature unless they are a 
smaller company and that is their only gig. 
Good character animators are always in 
demand, so if you have any character ani- 
mation stuff that looks good, I would cer- 
tainly include that. 

My feelings about mini-movies are that 
unless they are done very well, they are 
usually kind of painful to sit through. It's 
hard to judge what the viewer of the reel 



will like. In my case, if I'm not impressed 
with the beginning, I usually don't get 
that impressed having to sit through the 
middle and the ending. Out of all of the 
reels that I have received (and I've 
received a lot), the dozen or so that con- 
sisted of mini-movies were not that great- 
One or two of them were impressive. 



Q 



1 am running LightWave 3D and 
notice that it occasionally loses track 
of my morph targets, ! never know when 
this happens and cannot for the life of me 
get it to repeat on any consistent basis. 
HELP! —Will Sawyer, Normal, 1L 



A 



n This was one that really perplexed 
■ our animators for a while. Here's 
what's happening: There is a very strange 
bug that sometimes happens when click- 
ing on certain buttons that close one 
panel and open another (such as Use 
Envelope), The bug was causing bogus 
pop-up menus to appear at the mouse 
location, sometimes changing settings 
such as the current object's morph target. 
You were most likely in the Morph enve- 
lope and clicked on Use Envelope. The 
pop-up appeared with the first default 
choice of (none) and when you let go of 
the mouse, it reset your target to (none). It 
happens so fast that it's hard to see. 

Working around this bug is very easy. Next 
time you are exiting the envelope, hold the 
mouse button down on Use Envelope and 
see if a pop-up appears. If so, you can use 
it to select your target, or easier yet, simply 
move it off of the pop-up and let go. This 
will cause no selection to happen while 
still exiting you back to the original panel. 

By the way, 1 hope that you are using an 
Alpha-based workstation, as this is an 
Alpha- only bug. NewTek is aware of the 
problem and should take care of it. 

John Gross is co-owner/creative director of Digital 
Muse andean be reached at john@dmuse.com. 
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BY JOE 
TRACY 



Cloning a video 

image, making 
objects glow, mi 

creating ghosts. 

along with more 

solutions to 

reader questions. 



COMMENTS OR 
SUGGESTIONS 

email: 

jlracy@ 

main.rosenet.net 



TIPS, TECHNIQUES, TUTORIALS AND SHORTCUTS FOR YOUR VIDEO TOASTER FLYER PROJECTS 



Questions Answered and 

THETAIE OF GHOSTS AND CLONES 



W 



elcome to another edition of "Flying High!" It is my sincere 
hope that you have been having much success with your 
Video Toaster Flyer system. I've received a number of 



questions since my last column, so let's get right to it: 



t 



A: 



Awhile back when 1 loaded the Flyer soft- 
ware, I was given the option to have the 
Flyer start when my computer was booted. 
I said "no. " I want to change that now, 
however. Will I have to rerun the install 
program to do that? 

No. There is a much easier way. You can 
change this command at any time, with- 
out running the install program, by doing 
the following: 

STEP 1: From your Workbench screen, dou- 
ble-click on youi Workbench drawer then 
double-click on the WBStartup drawer 
STEP 2: Now find and doubie-click on the 
drive icon that contains your NewTek files. 
Double-click on the NewTek drawer, then 
the Programs drawer. You should see your 
StartToaster icon. Grab it and drag it over 
to the WBStartup drawer. 

That's it! Now every time you start your 
computer, the Flyer software will automatical- 
ly load. To reverse this process, open your 
Workbench drawer, then the WBStartup draw- 
er. Select the icon once. Hold down the right 
mouse button over the bar at the top of the 
Workbench screen to access the Workbench 
menu. Select "Icon" and then "Leave Out." 
This will automatically move the StartToaster 
icon to your main Workbench screen so that 
yen can easily start your Flyer from there. 



U: 



k 



I was watching an episode of "Days of Out 
Lives" where one of the main characters 
(Bo Brady) had an "out of body" experi- 
ence. He was kneeling down and a ghost 
image of him came out of his body and 
moved around. Can 1 do this on the Flyer 7 

Yes, you can. It is the same type of effect 
used in movies like Ghost Dad where the 
main character was laying dead and a 
ghost of him came out of his body. Here's 
how to do it: 

STEP 1 : Have a friend lie down on a couch 
or the floor. Have a camera pointed at your 
friend (zoomed out) and have the camera 
being run into your Toaster Input 1. 

STEP 2: On your Switcher screen you'll 
see a Freeze button. If it is highlighted 
(yellow), click on it once to un-highhght it 
Make sure that Input 1 is selected on the 
Main bus and that the camera (which 
should be on a tripod) and your subject are 
holding still. Click Freeze . 

STEP 3: Make sure your subject doesn't 
move yet. Hit the ~ key on your keyboard 
to bring up the Abbreviated Record Panel. 
With the Abbreviated Record panel up, 
move the T-bar down just more than 
halfway (see Figure 1). Now click on the 
Record button and have your subject sit 
up, then stand up and move. You'll see a 
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That's because at Aspen Systems, we not only offer a variety of 
systems that are custom-configured to supercharge software packages 
like Lightwave and Softimage, we also give you service, support, and 
expert advice that's anything but off-the-shelf, 

You wouldn't want someone to choose your favorite color of balloon 
for you. So why should you let someone else tell you what kind of 
computer you need? Do you need the blazing speed of a 600 MHz 
Digital Alpha processor? No problem, Need Windows NT'? Still no 
problem. How about non-linear editing and OpenGl? No problem 
there either. With up to I GB of memory and 4 MB of high-speed 
cache, we guarantee you'll end up with a system that is designed to 
fit your needs at a price that's right. 



Our sales engineers and technicians understand how to boost 
performance on today's most powerful 3D systems. Not only can 
they help you decide exactly what you need - they'll tell you what 
you don't. Which means you'll get a system that's as near-perfect a 
match to your individual needs as you can get, and at a very competitive 
price. And after we build your system and burn it in, we'll back it up 
with unlimited toll-free technical/upgrade support. For life. 

Doesn't get much more unique than that. 



AlphaPowered 



Check out our website and give us a call to discover how we can help you meet your individual needs. 

www.aspsys.com 1-800-992-9242 

Circle #219 




3900 Youngfield Street Wheat Ridge, Colorado 80033-3865 USA email aspen@aspsys.com Tel +01 ( 303 H 3 I -4606 Fax +01(303)431-7196 
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ghosted image of your subject 
come out of his/her solid 
body! And you are recording 
it! The results will look some- 
what like Figure 2 Results on 
this will vary by how much 
you adjust the fade. The still 
image will "fade," too, so you 
will want it more solid. I'll get 
into more detailed solutions 
where the still image won't 
fade in a future column. 

I'm trying to create a "video 
wall" effect where the same 
image appears numerous 
times on the same screen. 
How do I do this in the Flyer? 



A: 



Luckily it's easy! 



STEP 1: Go to Project/Files view 
and navigate to your Effects 
directory. 

STEP 2: Double-click on the 
Digital folder. Find the effect 
titled "Infinite Tiles" (third 
row, srxth one over). Move it 
up to your project screen. 

STEP 3: Return to the Switcher 
screen. Run footage (or a 
camera feed) into Input 1 of 
your Toaster card. Select the 
T-bar and pull it down until 
you are pleased with the 
"video wall" effect showing 
on your program monitor. 

STEP 4: Hit the ~ key to bring up 
the Abbreviated Record 
Panel, Next to "Source" select 
Main Out. You can now record 
your "video wall!" 



0: 



A 



1 want to create news-style 
over-the-shoulder keys with 
text in the box (like you see on 
the news). How can I do this 
in ToasterCG? 

Check out my tip in the 
• "Tekniques" column of this 
issue to achieve that effect. 



Q: 

A: 
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What happened to the audio 
that used to be on some of the 
effects"! 1 

They were turned off to help 
squelch a stutter problem they 
would create in certain play- 
back situations. If you really 
need those sound effects, 
ProWave makes a tool cailed 
"Steal Audio" (included in 
RenderFX 2.0) that will 
retrieve the effect sounds and 
make them into audio clips. 

How do I apply a glow to an 
object in Lightwave 3D? 



A The glow effect was made to 
• work with surfaces, not 
objects. Therefore, you are 
applying the glow to a sur- 
face. Here's an example: 

STEP 1: Enter LightWave 3D. From 
the top menu, select Objects. 
Now select Load Object. Click 
on the Household directory and 
load the Candlestick. Hit F9 to 
render it out. Notice it is a can- 
dle that is unlit. We'll change 
that with the glow effect. 

STEP 2: From the top menu select 
Surface Next to Current 
Surface is a scroll-down 
menu. Click and hold it to see 
the various options (see Figure 
3). By utilizing the Glow effect, 
we can effectively make the 
Candle Wick look like it is a 
flame! Select Candle Wick. 

STEP 3: Click on Surface Color. 
Change the values to a bright 
yellow (R=255, G=255, 
B=0). Click OK. 

STEP 4: In the box next to 
Luminosity, change the num- 
ber from to 60. Hit Return. 

STEP 5: Near the bottom is a box 
that says Glow Effect. Click 
in it so that it is checked. We 
have now told LightWave 



that we want a glow effect 
applied to the Candle Wick 
surface. Click Continue. 

STEP 6: From the top menu, 
select Effects. Neat the bot- 
tom, click m the box next to 
Enable Glow Effect so that it 
is checked. In the Glow 
Intensity box, enter the num- 
ber 70 (the default is 50) and 
press Return. Click Continue. 
Hit F9 to render it out. 

The candle now looks like it is lit 
(see Figure 4). That was achieved 
simply by changing the color of the 
Candle Wick, increasing the 
Luminosity, and adding a Glow 
Effect to it. You should begin to see 
the countless ways that using 
glow effects can spark up your 
LightWave and Flyer work. 



(toning Yourself 



The talk of clones is hot, but the 
Flyer has had the capability to do 
it longer than scientists! There are 
many ways that you can create 
clones of yourself or objects, even 
in action scenes. Here are a few 
foi you to tiy out: 

IDEA 1: Point a camera toward a 
white wall and make sure it is 
zoomed out. Begin recording a 
Flyer clip and walk into the 
picture (from the left) looking 
down. Stop before you you've 
gone halfway into the scene, 
and suddenly look up and look 
shocked, then run away. Stop 
recording and edit the In and 
Out points accordingly. Name 
the clip CloneMe and save it 
to your hard drive, Now enter 
ToasterPaint. From the bottom 
menu select Process. Find the 
button under the Source Clip 
heading and click it. Now find 
your clip on the appropriate 
drive and load it (Clip Select). 
There is a pull-down menu 
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next to Process Clip Access it 
and select TPMinor L-R. Click 
Process and take a break! It 
will take what is on the Left of 
the screen, flip it around and 
copy it to the right of the 
screen. When it is done, you 
will see yourself enter from 
both sides of the picture, look 
at yourself, look shocked, and 
run (see Figure 5). 

IDEA 2: If you have a two-input 
TBC then you can create an 
interactive clone of yourself. 
Set up two chairs, interview 
style. Make sure the camera is 
mounted on a tripod and won't 
move. Record yourself looking 
at the other chair, like some- 
one was in it, nodding your 
head once in awhile like you 



are listening to the person. 
Record that to tape Now run 
the tape deck output into 
Input 2 of the Toaster and 
make sure the camera, which 
shouldn't be moved or 
touched, is going into Input 1 
(both should be going through 
your TBC). Go to your Effects 
directory and from the Soft 
Edge folder find the Wipe Soft 
L-R and Wipe Soft R-L wipes. 
Move them into your project 
screen and return to the 
Switcher Select Input 1 on the 
Main bus and Input 2 on the 
preview bus. Start playing 
back the footage and use the 
appropriate Wipe Soft effect to 
split the screen so that it inter- 
acts with the recorded footage 
with the camera view. When it 
is set right, bring up the 



Abbreviated Record Panel and 
start recording. Sit in the chair 
and with the other footage 
playing back start talking. 
You'U be talking and the other 
you will be listening! The soft 
edge will make the transition 
seamless and people will truly 
believe that you have a twin! 

We have covered quite a few 
new ideas in this column for you 
to experiment with. Be sure to 
stay on top of your competition 
and help make them regret all 
the negative reasons they gave 
for not buying a Flyer them- 
selves! You do have the best non- 
linear system on the market 
today and as you continue to 
experiment and grow with the 
system, you'll quickly under- 
stand why. 



Figure 5 




Joe Tracy is author of the Flyer 
Mastery Guide, In early December his 
second book, Flyer Mastery Guide 
Version 2,0 will hit the markets 
IS129I. In late Spring he plans on 
releasing another book titled Trie 
Lightwave Mastery Guide for Flyer 
owners. Look for a Flyer student text- 
book for educational systems to hit 
the market this summer. Tracy can be 
reached by email at 
jtracy@main. rosenet. net. 
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shows such as lite" 

and "Star Irelc Voyager" 

since opening 

its doorsin 1995. 



managing partners, from 

left: Morris Paulson, 

John Parenteau, 




DICK DE JONG 
AND MOLLY 




_ isiting Digital Muse is like slipping through one of those 
Lightwave 3D-created vortexes in "Sliders;" you never 
know what time period you'll drop into. As you tour the 
offices, you might encounter a wireframe model of an ancient war- 
ship rowing across the computer screen. This Roman vessel, com- 
plete with oars, will be rendered to do battle in 4th Century Ireland on 
the Fox series, "Roar." 



PHOTOGRAPHS BY STEVE ESSIG 
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Or you might discover an artifact 
from a familiar, 24th Century civi- 
lization — a Federation Excelsior- 
class ship, Paramount Studios has 
loaned this model to the Digital 
Muse staff for reference in con- 
structing a fleet for a battle royale 
in this season's "Star Trek:; Deep 
Space Nine." (See the "Friendly 
fire" sidebar on page 24.) 

Even the name Digital Muse 
suggests a time-traveling experi- 
ence ("Digital" connotes the new 
millennium and beyond; "Muse" 
hearkens back to the idylls of myth- 
ic Greece). Indeed, everywhere you 
turn at Digital Muse, you seem to 
be transported to another time, 
another world. 



In fact, since its inception, 
Digital Muse has been wrinkling 
the space-time continuum. The 
company's first major project was 
"Sliders," the Fox senes about four 
individuals stuck in the throes of a 
vortex that takes them to parallel 
worlds and alternate realities. With 
all the galaxy-trotting and criss- 
crossing of time lines, it's surpris- 
ing that Digital Muse is not yet two 
years old. 

The bloodlines of two of the 
partners, John Gross and John 
ParenLeau, go back to Amblin 
Imaging, the company Universal 
Studios and Steven Spielberg 
formed to create the visual effects 
for "seaQuest DSV" the TV series 



that started production in 1992. 
Both Gross and Parenteau were 
there almost from the beginning. 

Gross writes the "Waves" col- 
umn in this magazine and he has 
documented his Hollywood history 
in a previous article. The con- 
densed version reads, "Pool boy 
buys Video Toaster, works hard, 
learns craft well, and catches the 
eye of NewTek. NewTek sends him 
to California to polish the 
LightWave skills of the artists at 
the 'seaQuest graphics division, 
and he stays." 

Parenteau's journey is much 
more circuitous— though the 
beginning is familiar. He was in 
seventh grade when Star Wars was 



first released and captured the 
imaginations of boys around the 
world. Parenteau was no exception. 
He was always good at techni- 
cal stuff. He loved to take things 
apart to see how they worked, 
though he admits he was never 
interested in putting them back 
together. In elementary school, he 
ran the projectors; in high school, 
he lit all the plays. And at USC 
Film School, he took a stab at 
directing; but he says, "I didn't like 
talking to actors." So, he became a 
cinematographei. After five years 
in the job market, he realized he 
was not going to be offered a big 
director of photography job any 
time soon. (continued) 
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inside Digita! Muse, business folks, 
tourists, and Gen-Xers are skating, 
shopping, and strolling down Santa 
Monica's Third Street Promenade. Sunshine, 
vlhrant colors, and a canopy of palm trees 
celebrate the southern California climate 
and nearby Pacific. What's remarkable 
— no, shocking — about Digital Muse's 
interior is that it reflects that same light, 
palette, and fauna. Absent is the dark 
dungeon atmosphere in which, it seems, every 
animator in sunny Southern California labors. 

The offices are sculpted Irum one large 
space. At the entrance, you are greeted by 
friendly people, boy's toys {no Barbies here), 
and elegance. One Soak at the tiled floors, the 
variegated blue/purple ceilings, and the 
arched Egyptian glass doors, and you realize 
that a sensitive, creative spirit has heen at 
work here combining time-tested styles with 
old-fashioned comfort. 

That artist is Italian designer Atessandra 
Madau. who crafted the space using centuries- 
old Feng Shui principles. {Feng Shut is a 
Chinese philosophy of design used by emperors 
and businesses alike to create a prosperous, 
harmonious environment.) 

The "artists' pods" (as John Gross calls them} 
ignore convention. Desks, shelves, walls, and 
doors have been reconfigured, becoming a 
catalyst for animators to explore and create. 
Arched glass windows, a shape repeated in 
the doors, break the symmetry of the spaces 
and permit eye contact between offices. 

Morris Paulson's space was addressed with 
particular attention — all corners were 
erased. According to Feng Shui tenets, right 
angle corners snag money and disrupt the 
flow of business. Even the render farm 
enhances the overall effect. The computer 
equipment is placed so the undulating lights 
can he viewed through the window, adding to 
the visual play of the offices. Vet to be 




inished are the aquarium and the fountain 
that will muffle the computer hum. 

While the offices reflect ancient principles, the 
Madau-modeme style achieves Digital Muse's 
contemporary needs: openness, comfort for the 
employees, and a hospitable environment (or 
guests. It clearly works. Even though water has 
yet to splash in the fountain, it is already, fill- 
ing with pennies and wishes. 



■ 



During this period, he learned LightWave in 
two weeks on a friend's Amiga. And from an 
idle comment at a party, he made a contact with 
the "seaQuest" staff. Joe Conti and Tim 
McHugh, the bosses at the "seaQuest" graphics 
department, asked Parenteau if he knew DPaint, 
He said yes. He fibbed. He went home that 
night and learned it and started work the next 
day By 1995, Parenteau was the vice president 
of Amblin Imaging and Gross, along with 
Grant Boucher, had won an Emmy for their 
visual effects work in the pilot of "Star Trek: 
Voyager." 

When Amblin Imaging was dissolved in 
1995. Gross and Parenteau decided to form 
their own company; but first, they asked if 
their mentor, Steven Spielberg, wanted to be a 
partner. At the time, Spielberg declined 



though he was instrumental in picking the 
fledgling company's new moniker. Parenteau 
liked "Synapse," Gross favored "Digital Muse." 
"Digital Savant" was the compromise name. 
When Spielberg leaned toward Digital Muse, 
the company was christened. 

The final element of the Digital Muse mix 
entered the picture when they were looking for 
financing. They hired Morris Paulson, an 
entertainment lawyer, to represent them in 
their dealings with an investment group from 
Phoenix. The deal never worked out, but 
Paulson stayed on and became the third part- 
ner in Digital Muse. 

"Each partner has his strengths and we 

don't question each other's skills. That 

allows us to separate ourselves from a lot of 

responsibilities and concentrate on our 
areas of expertise." 

Paulson describes their working relation- 
ship: "Each partner has his strengths and we 
don't question each other's skills. That allows 
us to separate ourselves from a lot of responsi- 
bilities and concentrate on our areas of exper- 
tise." Paulson is the financial expert and he 
was instrumental in negotiating a great deal 
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A castle Digital Muse created on the banks of the lake where there was none before in "Roar. ' 



Digital Muse delivers about six 
to eight shots in each episode 
of "Roar, ~ most of which ate 
designed not to be noticed. 




with Universal for all the high-end computers 
left from the inventory of the defunct Amblin 
Imaging. 

In February of 1996, the computers went 
upstairs in Gross' duplex in Beverly Hills and 
Digital Muse started rendering LightWave 
scenes. Right away, they landed a couple of 
"Star Trek: Voyager" episodes and the Star 
Trek: First Contact movie trailer. The one prob- 
lem was that the computers kept tripping the 
electrical breakers at the duplex, so they could 
only run eight computers at a time. 

The solution was to rent a warehouse in 
Glendale, but the tiny crew was dwarfed in 
the 7,500 square-foot space. They also felt too 
far away from The Business, so Digital Muse's 
four-person staff moved to Santa Monica. As 
projects like the "Sliders" TV series rolled in, 
the staff quickly expanded to 25 and the com- 
puters grew to more than 30 333MHz Carrera 
DEC Alpha-based machines. 



The office was one big open space with no 
walls between the desks. The layout facilitat- 
ed the quick exchange of information and tips. 
As David Lombardi describes it, "If you ever 
had a question, you could 'prairie dog' it and 
somebody would notice you." But as the staff 
expanded, the space dubbed the "Family Pit" 
was becoming as crowded as a mosh pit at a 
punk rock concert. 

So in June of this year, Digital Muse moved 
to the third floor in the same building and 
began creating a new home for its family of 
artists. To accommodate the flexible nature of 
the visual effects business, they sublet small 
spaces to related businesses. Now, the family 
is ensconced in its new digs, living and work- 
ing in harmony (see "The Ait and Science of 
Space" sidebar on page 22). 

For the short time Digital Muse has been in 
business, it has assembled an impressive list 
of credits. For LightWave watchers, add the 



following animation events to your viewing 
calendars. 

Sliders 

With its cast slip-sliding forward and backward 
through parallel universes, "Sliders," the Fox TV 
series, seemed the perfect vehicle for Digital 
Muse's talents. The peripatetic Ken Stranahan 
spent seven months supervising the creation of 
various creatures beginning with nine shots of 
a dinosaur that had to be completed {built, tex- 
tured, and animated) in three weeks. 

For 25 episodes during the 96-97 season, 
LightWave critters consumed, or succumbed 
to, protagonists. Inspired by the movie du jour, 
"Sliders" featured LightWave natural disas- 
ters, entomological aberrations, and maraud- 
ing reptiles. (For the eagle-eyed viewers of 
reruns, watch for David Lombardi's CG char- 
acter to punch out the dinosaunan carnivore's 
snout before disappearing down its gullet.) 

Fox recently dropped "Sliders," but the Sci- 
Fi Network picked up the show and has 
ordered new episodes, but with a greatly 
reduced visual effects budget. Digital Muse 
has decided not to continue with the series. 

SlarTreh 

"Star Trek" holds a special significance for 
Digital Muse. The first project that the studio 
landed was the "Deadlock" episode of "Star 
Trek: Voyager," in which a divergence field cre- 
ates a duplicate Voyager and crew. At the same 
time, the ship is being attacked by Vidiians. 
Digital Muse artists created a number of 
Voyager shots and designed the Vidiian ship. 
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John Gross among 
tome ol the equipment 
it Digital Muse, 
ncluding its massive 
ra render farm. 



Digital Muse has continued to work on both 
"Voyager" and "Deep Space Nine" episodes. 
though it doesn't have an exclusive deal with 
either show. Currently, Bruce Branit and his 
team are creating the visual display for the new 
astrometncs set on "Voyager." 

"Star Tiek" veteran Rick Sternbach has 
sketched out a map of where the Voyager is in 
the galaxy and where home is. Branit is translat- 
ing the map into a full 3D representation of the 
galaxy. (Here's a hint to those trying this at 
home: Don't attempt to model the galaxy to 
scale— Lightwave's Layout can't handle it. 
Branit settled on 2mm per light year.) 

Roar 

"Roar" is the Fox series that premiered last 
summer about Conor, the Celtic prince 
defending his island against the evil Queen 
Diana and the looming Roman invasion. Once 
again, Digital Muse artists go back in time for 
fact and inspiration. The twist to this produc- 
tion is that it's in Australia. "Eighteen hours 
ahead of us and 10.000 miles away." as visual 
effects supervisor Branden Smith describes 
the situation. 

Smith, who was born in Australia, spent the 
first six weeks on the set informing the crew 
how to shoot the effects shots so that Digital 
Muse could efficiently create the visual effect. 
"We would orefer to have someone down there 



the whole time,'' says Smith; but the budget 
doesn't allow it. 

Smith estimates that Digital Muse delivers 
six to eight shots a show, but only two might 
be identifiable. Most or the effects are 
designed not to be noticed. Foi example, the 
original live shot of the hill on which Diana's 
castle sits is full of production trucks and vans. 
With a little LightWave here and a lot of Henry 
compositing there, the final scene reveals a 
fine castle sitting on a hill of pristine grass 
next to a sea of crashing waves. 

ThcTltanic — The Mini-Series 

Not to be confused with the soon-to-be- 
released James Cameron movie, Digital Muse 
worked on the TV mini-series starring George 
C Scott that aired last year. Water was the 
operative word here. All the shots included 
LichtWave-created water, whether it be 
ocean, waves, ice. or rain. Senior animator 
Bob Peppier, a member of the Titanic Society, 
was the perfect choice to build the ill-fated 
ship. As a history buff, Peppier went crazy 
when fiction clashed with fact. For example, 
in the TV ending, survivors arrive m New York 
harbor on a cheerful sunny day when, in 
truth, it was a miserable stormy night. 
Completed in four months, Digital Muse's 112 
CG shots of vessels, water, and people looked 
stunning and made impressive TV. 






Friendlyjire 

| n a spirit of cooperation dial would make Gene Roddenben, 
piuud Digilal 
on a "Star Irek: 

proportions. Paramount his commissioned these live LigilWave 
3D houses lo stage flic batik when the Fedetalion Ileal returns 
lo liberals Deep Spite Nine from Dominion dominance. In the 
episode tilled. "Sacrifice of Angels" (scheduled as No. G ibis 
season), lhe producers envision up to EDO Federation ships in 
close quartets corneal with a Dominion armada twice that sue. 

At Digital Muse, Bruce Biatil is supervising the effort thai 
inclndts modeling aid texturing Reliant and Excelsior class ships. 
Heailiy is lhe dream come line of every boy who epnxred model 
spaceships— a llnee-leot long, lull) detailed model ol a 
Federation slarsbip. lelepholo photographs ol the ship will he 
used lo create leituie maps lei lhe LightWave model that is 
accurate down to lhe lillets on the nacelles, 

Ovet at Foundation Imaging. Mojo is overseeing the LightWave 
building ol a Caidassian warship and lighter, and a Klingon 
cruiser. In all. he ligures lhal Foundation will do seven or eight 
different 3D models. Seme will be based upon miniatures, otheis 
will be translated into LightWave Item the Wavelronl format. 
Another participant in this scenario is Image G, which will be 
adding its miniature magic to lhe mil. image G is the visual 
effects company that has been providing motion control woik lor 
the Star Trek franchise since tie beginning nf "Next Generation." 

At ptess time, tie Ingistics nl how all these elements will be 
integrated hadn't ken worked out. Bat the Finished product 
should be monumental and worthy ol viewing on a giant-screen IV. 
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...that rush of adrenaline after creating 
something so wild, so breathtaking 
that you've startled yourself? 

One And Only Media, creators of MacroForm™, proudly introduces FXtreme™ and 
FXtremePRO™, These groundbreaking plug-ins allow you to create custom mesh deformation 
effects in LightVVave3D™ Layout. The dynamic interface features an interactive OpenGL 
preview; timeline graph; and a hierarchical action lisl which allows you to assemble and 
manipulate your own infinite number of layered effects to any object. 

FXtreme explodes with endless animation possi- 
bilities. It includes three built-in modules: 
FlexFX™ which contains RailBend, RailMold, 
RailScale, RailTwisI and RailWarp; XFormFX™; 
and ControlFX™. Create effects that would 
make even the seasoned 3D pro cringe in fear! 
And speaking of the Pro's... 

FXtremePRO is a must for all professional 

LightVVave3D animators! A compilation of FXtreme, MorphFX™ and powerful target types such 
as: MetaEffectors™ and spline patches, FXtremePRO allows you to have maximum control over 
your effects. Plus the PRO version is expandable! This allows you the flexibility of purchasing 
future FX power modules from One And Only Media such as DeformFX™, TimeFX™, etc. 
Effects can be as simple or as complex as you need; from a simple FlexFX bend through 
Lightwave nulls, to a RailScaled, RailBent, MetaEffector cluster controlled, local TimeFX shifted, 
MorphFX channel morph. In other words, you decide the complexity based on your needs. All 
this power to help you unleash your creative beast. 

So, plug in FXtreme/PRO and let your cReatlvity rLIn WiLD! 

FXtreme" /FXtremePRO" 




For availability contact your Lightwave3D 
dealer or distributor, or you can visit our web 
site at httpy/chelsea.iosxom:80/~oaomedia 
lor more information, system requirements, 
and demo software. 




One And Only Media 

PO Box 218 

Vauxhall, NJ 07088-02 1 8 

908-964-4546 

oaomcdici@chelsea.ios.com 



Copyright One And Only Media IOT7. M.nmFnrm, FMreme. FXlremePRO, MetaHfcttor, I Ir-vFX. XFormFX, ControlFX MomhFX 
OHurmFX and limeFX aw registered rrorlfm.irks oi One Ami Only Media. LighlWave3D is a i 



i registered trademark o( NewTeJt, Ini 
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Special Effects Plug-in 
for LightWave 3D 
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Use VertiLectric in 

Layout 



Use VertiLectric in 

Modeler 



Multiple sources and target*. 

You can have up to 1QQQ sources and up to 2000 targets. 
Individual bolt settings for each target in the scene let you specify: 
Surface: (Apply any LightWave surface to lightning bolts.) 
Range; (How close a target mast be to its source to get a 

strike.) 
Twist: (How 'jagged' the bolt is.) 
Segment Length: {Level of bolt detail.) 

-*--■* are in the bolt.) 



Strike sequence; (List of when a bolt strikes. Edit it yourself, 

or let VertiLectric do it for you.) 
Save a strike sequence as an envelope. (Syne, light flashes to 

bolt strikes,) 
Settings may be easily copied and pasted to other targets in the 

scene. 
Randomize feature for Strike sequence, Shape and Branch seeds 

make your scenes Took natural. 
ScreamerNKT II compatible. 

Blevins Enterprises, Inc. 

. 121 Sweet Ave. Moscow, ID 83843 



Generate text wrllten in electric script 

Complete control over linli creation to ensure 'morphablt* holts, 

Exlrude*o-bolts: Create bolls with any thickness. 

Taper holts from one thickness to another. (Makes great 

trees vines and other plants.) 
Make 'curve' bolts for custom rail extrusions & motion paths. 
Custom seed settings control bolt shape and branching. 
Create bolts with as many branches as you want. 
Compatible with LightWave 4.0 and 5-0. 



Available for Intel. Alpha, and coming soon... Macintosh 

/QAAXIAC CHC4 (208)885-3805 Intl. 
10UU/.CU0"U I I (208)885-3803 Fax 

http://bei. moscow.com 
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"Surface Effectors makes the once extremely difficult now trivial." 

Mike Stetson, Animator, Foundation Imaging 

On a mission to create stunning Lightwave animations? Yet you lack the speed, the power, the 399.95 
agility to really make ttfiy? Well, Surface EffeclorsfDSFX (a ptugirt for Lightwave) can bring to bear a 
powerful arsenal of tools to help accomplish your mission at warp speed, no matterwhatthe task: 
■-Photorealism: use SE/DSFX for better control of reflectivity and transparency for more realistic 
water, glass, plastic, floor tile, and other non-metallic surfaces. Add cross-surface "dirt" and dust. 
Simulate lightbleedfromoneobjecttoanother. Alpha 

•■Legal and Presentation Animation: use SE/DSFX to create properly registered tire skid marks, 
highlight regions of interest, poke holes in things, do transparent cutaways. ..... V ^ 

•-Character Animation: use SE/DSFX to create accurately IK-targeted irises and pupils and to 

produce emotive coloration effects {blushing, turning pale with fear, green with envy, blue from Mgc 

losing your breath). Create properly registered footprints. 

•-Logo Animation: use SE/DSFX to add pizzazz to your next "flying logo". Have full control over 

DVE-style glints and gleams. Set up signature/writing animations in hours, not days, with Dyna- - 

Trai Is ( a powerful feature that leaves trails of effect on any surf ace parameteron any surface). 

•"Effects Animation: use SE/DSFX to create fire, smoke, plasma rings, laser burns, deflector shield 

effects, "razzing" effects, "colorization" effects, dynamic glows (with built-in support for Pontari s 

SuperGlowplugin). 

•"Everyday Animation: use SE/DSFX to envelope your surface parameters, and save hours and 

megabytes used for image sequences. 

Whatever your mission, SE/DSFX can shave hours, perhaps days, from your journey. 

SURFACE EFFECTDRS/DSFX 1.1 

http://www.noblestar.net/-prems/surfeff.html (904) 575-6051 (1 0am t o 6 pm EST) 



UitMiHeMRodraL yazn 

Digital Muse-created effects sequences far a 
Hercules/Xena theme park i 
and for the "Small Potatoes" a 




tte toil's AdH«itt 

For the movie starring Al Paoino as the frery 
one and Keanu Reeves as the young lawyer 
with the client from Hell. Digital Muse recon- 
structed in LightWave the exterior of the 
Devil's home. The New York City apartment 
building used in the original tracking shot did 
not have that certain "je ne sais quoi," The 
challenge for Smith and Btanit was to convert 
the edifice into an elegant but foreboding res- 
idence while staying true to the look of the 
first two floots of the original building. The 
original shot used a wide-angle lens and a 
plug-in had to be specifically designed to 
recreate the fisheys distortion. The dual irony 
of this project is that in the end, the distortion 
was abandoned and the LightWave work has 
been composited so seamlessly that you'll 
never know the building wasn't real. 

The X-Files 

"The producers of "The X-Files" expect subtle, 
high-end. seamless artistry," says Parenteau 
about his experience on the episode, "Small 
Potatoes." They were very particular about the 
look of the morph between shape shifter Eddie 
Van Blundht and Fox Mulder. Using Elastic 
Reality software for the morph and Quantel's 
Henry hardware for the 2D compositing, the 
Digital Muse staff tweaked the effect to utter 
beiievability. 

For the same episode, Mark Kochinski 
designed the vestigial tail that wagged so 
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Digital Muse created some of the 

effects for the new James Bond Tomorrow 

Never Dies movie trailer (middle), 

as well as worked on the movie Spawn 

(bottom). 

cutely from the baby's bottom. The original 
shot had tracking points on the baby's back- 
side which were matched when the Light- 
Wave tail was animated. To make the effect 
seamless, soft texturing was applied as the tail 
was composited in Henry. 

Hercules/Xena Magic oj the Gods 
Theme ParR Attraction 

This is one of those odd Hollywood circum- 
stances. The visual effects for both the 
"Hercules" and "Xena" TV series are done by 
Flat Eartli Productions But when it came time 
to produce an interactive presentation for the 
new Hercules/Xena attraction on how the 
effects were done, Digital Muse was chosen. 
Perhaps it is a bit of divine intervention seeing 
that both Hercules and the Muses are off- 
spring of Zeus 



utor Vision 



An interactive, 
multi-media 
CD-Rom for 
LightWave3~ 



^1 



The EASIEST and 
FASTEST way to 
learn Lightwave! 



CURRENTLY 



Woltime l contains the following: Volume 2 contains the following: 



Video Tutorials 



■ Making a logo appear out of a "volumetric-fog" effect. 

■ Use morph objects to create a "worm-hole" effect. 

- Create a text reveal effect using the Effectors plugin. 

■ Use Lens Flares to create a realistic sun and eclipse effect 
• Make a curtain "blow in the wind" with a displacement map. 

- Create a realistic explosion with still-frame image maps. 

Text Tutorials 



- Create a looping Fractal Noise image sequence. 

- Make laser beams that look great and are easy to control. 

- Work with Layers and clearly name polygon surfaces. 
• Create planetary rings with the Morph function. 
-Realistically light your outdoor, day-time scenes. 

- Make rocket thruster exhaust that's easy to control. 

Also included: 



- An interview with Alan Chan from Digital Domain. 

- Detailed info on many Lightwave compatible products. 

- Numerous images & animations From other Lightwave users, 

- Dozens of Lightwave compatible objects and images. 

- Thousands of messages from the Lightwave mailing list 

- Many plugin and program demos. 
• And much more! 



Video Tutorials 



- Modeling a MetaMation-friendly character with MelaNurbs. 

- Setting up Bones, MetaMation, and I.K. for your character. 

- Animating your character: Walking, Running, and Stairs. 

- Interacting with other objects and Picking stuff up, 

• Facial Expressions and Lip-Syncing, 

• and many 3rd-party Plugin tutorials. 

Text Tutorials 



■ Using Metanurbs to create morphable character faces. 

■ Making character animation easier with Puppet Master. 

- Cut and Paste technique for setting up bone skeletons. 

- How to put clothing on your character. 

- Leaving footprints in sand, dirt, or snow. 

- Animating a robot with IK and seperate body parts, 

Also included: 



• All of the additional sections found on Volume 1. 

• A completely re-designed interface, now programmed 
entirely with MacroMedia Director. 

• "Talking-head" intros for each video clip. 

• A continuous-play mode that will allow users to view 
most of the CD-Rom content without lifting a finger. 

- Many other improvements and new additions! 




vailableforPC L , , ' . »» | Available for PC, 
and DEC Alpha Order botn CDs Mac, DEC Alpha, 
for ONLY: and Amiga 



IUTOR VISION 





[ Recommended System Configurations | 



PC: Pentium, 1Smb RAM, audio card, 
4x CO-Rom, Win95fflinNT 

DEC Alpha: FX!32, 16mb RAM, audio card, 
4x CD-Rom, WinNT 

PowerMac: 16mb RAM, 4x CD-Rom, 
System 7.5 or greater 

Amiga: 63040, 16mb RAM. 4x CD-Ron- . 

AGA chipset, WMBertch3.1 

Amiga iferewi does nrf haw 3 isef deface, 
I uses Wert Bart tens to trace CO corse* 



M us on the 
World Wide Web 
for FREE Demos, 
Program Updates, 

andLOTSof 
other Cool Stuff! 
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Event Hpton Studios 



Orders /Info: (518) 756-6850 
FAX: (518) 756-6836 
E-Mail: info@tv3d.com 
Website: http://www.tv3d.com 

We accept: 
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Movie Trailer! 



LightWave sleuths, test your spotting skills in 
these trailers: the new MGM James Bond 
film, Tbmorrow Never Dies: Red Corner star- 
ring Richard Gere; Paramount's Fairytale; 
and the much-anticipated upcoming release. 
Siarship Troopers featuring super genius 
insects and intellectually defective humans. 

The future 

Digital Muse recently acquired a Quanta! 
Domino — a very fast 2D compositing work- 
station for film. It indicates one of the direc- 
tions the company is heading. Says Morris 
Paulson, "We're ready to play with the big 
boys" in competing for feature film work. 
Tne partners don't want to expand too 
quickly and would like to carve out a niche 
between the big visual effects studios like 
ILM and the small boutique studios. 
Paulson sees their size as an advantage: 
"We're young and innovative — fast and effi- 
cient." He can envision sharing the work- 
load of a feature with two or three other stu- 
dios about their size. 

As Digital Muse settles into its new 
offices in Santa Monica, NewTek is doing 
the same in San Antonio. Poised to enter 
the next millennium, the two companies 
share a symbiotic relationship. 

"LightWave has taken us very far," Gross 
says. "It can be the right tool for almost any 
3D job. LightWave used to be a secret in the 
industry, but no longer." In return, NewTek 
reiies on visual effects studios like Digital 
Muse to push Lightwave's developers to 
make the program more poweiful and robust 
The end result for LightWave users and view- 
ers is a promising and exciting future 

But enough about the future. It's 7 p.m. on 
the FYiday before Labor Day. All the neigh- 
bonng offices closed early for the holiday 
weekend; but at Digital Muse, the machines 
are still buzzing and Rarenteau and Gross 
are discussing a new "Star Trek" shot with 
Bianit. Paulson has decided to call it a day 
iged from his business suit t 
his bathing suit. He and the Henry artist. 
Alex Brody. swim fins in hand, are off to the 
Pacific to go body suiting Tins Digital Muse 
moment, frozen in time, says it all. 

Dick De Jong and Maliy Dinkins produce video 

documentaries and animations tor Multimedia 

Associates in Austin, TX. They can be reached at 

mma@eden.com. 
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HIGHLY RECOMMENDED 



Xi "Computer MTower M SP: winner of the 1997 CADENCE Editor's Choice. 

Xi Computer MTower DP: winner of two 1997 CADALYST Highly Recommended. 

Xi Computer NetRAIDer™ winner of the top DP Windows" NT Server Performance. 



(LantimesAug 1997) 



Xi MTower SP 



Xi MTower DP 



Xi NetRAIDer DP 



lntel K Pentium "Processor, SP 
■MMX™Technogyf 51 2KB Cache 
32MB 60ns EDt) RAM. 2-B Mouse 
Matrox Millenium II 4MB WRAM 



- Intel Pentium Proc. dual capable 
-New Intel LXC.S., 512KB Cache 

- 32MB 10ns SDRAM, 3B Mouse 

- #Nine Revolution 3D 8MB AGP 
- 3.2GB HD 9ms. Ultra ATA 33MB/S. - 4.3GB 9ms Ultra ATA.Iomega ZIP 

17" Opti. Viewsonic .26dp 1280NI . 17" Opti. Viewsonic .26dp 1280NI 

- Xi 7Bays Mid-Tower 250W UL 

- MS Win. NT 4.0, 24xCD-ROM 



■Xi7Bays Mid-Tower 250WUL 
■ MS Endows 95. 24xCD-ROM 



233MHz Pentium $ 2,049 
266MHz Pentium ll$ 2,499 



266MHz Pentium 

300MHz Pentium 



Intel Pentium Proc. dual capable 
MMX Technology, 512KB Cache 
32MB ECC parity exp. 1024MB 
2MB Video, Opt. RAID Control. 
4.3GB 8ms Ultra WSCSI40MB/S. . 
14" Mon. Dual 300W Hot Swap./ 
Xi 14Bays Tower w/Secure Lock 
MS Win. NT4.0,24xCD-ROM 

$ 2,999 266MHz Pentium II $ 3,599 
$ Call 300MHz Pentium II $ Call 



\M> 



H£ 



/, 




mm 



%* 



mamatM 
ViewSonic 






Bestseller Upgrades & Options: Vibrant Sofft Engine for R14, MS Office PRO 97. 19" & /21" Viewsonic .26dp 1600NI. 3D Video from: 
3D Labs, Dynamic Oxygen, Intergraph 'intense 3D. Multimedia Kit with Wave TableSound & Altec Spk. DVD w/MPEG. VideoConference. 



/ 



Xi Certified for AutoCAD'14, 3D Studio MAX, Lightwave 3D, Softimage 3D & Pro/E." We custom configure each 
Xi system from 100+options to match your application and your budget. Business Lease from $ 78/month. 



■ 



/j 






i 



30 Days Money-Bay Guarantee - 3 years HW System 
Warranty ■ 1 year On'Sife Service Available - 1 year 
Overnight Paris Replacement Service - Toil-Free Tech 
Support - Next Day Shipping on selected configurations 

lntl:(714)498-085^ax:(714)492-6571 
/ 
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Xi Computer 



/• 



www.xicomputa"com 

inner! Call: 1-800-432-D486 

MA. I'culiiui^teil ihe liii^-l iiisiik- K->!.. nitiwiuaul iia.k-iiurk.uiKlMMXuiL-iruJfiinil.L.MniL-KnivijiM. Ms. tt mj-ms imJ Wind.™»N'J , ..it:i«i>tanl trade murk urMttiowl'iCoip.™™ Xunijji&ft !.■«.. an: luutonl imJcRStL* MIoho 
..i.» t t.^iK.\iiVi. Sc<c boil ire mdcnoiki ol Xi Computer C«q> Wceicto^iKludijdumogiiiUiiremyKttoolimgomllBiiltwoK WdtyamoiK) bMfcibsirniuKliiJ<:wn«iircaji<i<lin!ro Will '»m- r>»sfWscniKi>.wreil«nlciinih<ittt 

utmLiriiMlisMrK iuiiiOc inrm l-nrinarc derail* ulvul Xi Wjnium ondsemceudl.T »»•!» Xl Omlpujer.^ivj) nwi Ncjocw, Sal CIcmaUcCA ■'-'<" I SA Hal responsible ta l\ poi t .ip\ri"!'i fcVHW \ C.lnpifa ( ..qvrjli.Mi i 

■ 





(MASTERS 




MEET THE INNOVATORS Of THE INDUSTRY— PAST, PRESENT, AND FUTURE 



Foundation Imaging s Ron Thornton: 

RIGHT GUY. RIGHT TIME 



EDITOR'S NOTE: 

Ran Thornton has been pushing the 

boundaries of lighlWave 3D ever since its 

tiiitli as part ol tbe software package Ibal 

NewTek bundled with the first Toaster. 

His breakthrough work do the syndicated IV 

series "Babylon 5" demonstrated lo the 

Hollywood community that LighlWave could 

produce awesome results. 

For bis past achievements and continuing 

accomplishments, Thornton is being honored 

with the first-ever LighlWave Lifetime 

Achievement Award at this year's UewTek 

Expo. We caught up with the soft-spoken 

Thornton at Foundation Imaging, the visual 

effects house that he founded 

with old Iriend, Paul Bryant. 



Newlbkniques: We know that you grew up in England. Tell us 
something about your history, prior to LightWave 3D. 

Thornton: As a kid, I Blw v-; bi;::l n o ie! aniumes ti al my ciaci w :.■! 
buy me Later. I worked at Gatwick Airport as a flight inspector. I want- 
ed to be a pilot and was trained, but I found out that it was a dead-end 
job. The pilots were just doing paperwork at the office, only it was 
30,000 feet off the ground. The plane flew itself I'm a tactile person and 
it wasn't the right job for me. Anyway, I'm not a uniform wearer. 

One day. an air hostess took me to see Men in London 1 don't usually 
like shock movies, but I was amazed to realize that someone actually 
made money from building spaceships. I quit my job and used the unem- 
ployment benefits to buy materials to make models, A spaceship I mod- 
eled got me a job at the BBC where I worked on a great gamut of pro- 
grams like "Dr. Who." 

During that time, I was traveling back and forth from London to LA. where 
I met David Stipes. David invited me to work on the movie Real Genius, a 
science fiction comedy starring Va! Kilmer It was great fun. 1 even got to 
work on one shot with David Allen, who is a genius in special effects. 
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A tunnel scene from 
the upcoming movie 
Jackal. 



Thornton (tight) with 

good friend and co founder of 

Foundation Imaging, Paul Bryant. 



■■■"' 




Animation work from Foundation — 
Above, top: A scene from the Steve 
Oedekirk comedy special. 
Above, bottom: A scene from Batman vs. 
Mr. Freeze:Sub2ero 

Below: Thornton with Jeff Luther, next to 
his Russian Yak-52 airplane. 




bkniques: How did your 
career in LightWave 3D begin 
and how did you get involved 
with Lightwave's fust syndica- 
tion success, "Babylon 5"? 

Thornton: I was working in 
Canada as the model shop supervi- 
sor on a show called "Captain 
Power and the Soldiers of the 
Future." It was there that I met the 
future producer of "Babylon 5." 
Also, a brother of a guy in the shop 
worked with an Amiga. I went 
back home and talked to my next- 
door neighbor, Paul Bryant, about 
the Amiga. It so happens there was 
an Amiga Expo in LA. the next 
weekend and we went. We were so 
impressed— it was an amazing 
machine — that we each bought 
one. I played around with it, but 
there were only rudimentary 3D 
programs that did not lender good 
photorealistic results. 
When NewTek released the Toaster 
with LightWave, I bought it and 
started pounding away at it. I 
thought, "If it can do what 1 think it 
can do, 1 have to prove it." I took a 
month to figure it oui 1 remember 
that I didn't know thai I had to save 
the object to save its texturing infor- 
mation. So every time I reloaded a 



scene I would have to re-texture 
the objects 1 I took a spaceship I 
designed in the real world and 
tried to build it in the computer. 
When 1 rendered it in high resolu- 
tion, it looked real — very real. 
Everyone who saw it was blown 
away. Soon after, I was doing tests 
for "Babylon 5." The tests helped 
sell the concept as a series. 

Newlkkniques: Would you call 
"Babylon 5" your greatest achieve- 
ment co date? 

Thornton: Creating all the visual 
effects for one TV show was defi- 
nitely a big challenge. It was some- 
thing I dreamed about and I'm 

really proud of the work. 

AfewTeknigues. in short, why was 
Foundation Imaging no longer 
contracted to do the "Babylon 5" 
eSiects after the third season? 

Thornton: "Babylon 5" breached 
their contract. They had commit- 
ted to the life of the series. We 
threatened a suit: they paid up: 
and that's it. It was devastating to 
be betrayed by friends. 

Wereyoui talents 
self-taught or was there someone 
who was an inspiration to you? 



Thornton: I'm very much self- 
taught, but a lot of people inspired 
me also. Among them, Ron Cobb, 
(the artist who designed the ship 
in Alien), Bill Pearson, (the model 
maker in England who worked on 
(Jutland), and David Stipes (cur- 
rently the visual effects supervisor 
on "Star Trek: Deep Space Nine") 
who led me in to tins whole busi- 
ness in the first place. 

NewTbkniques: What are some 
of the pro}ects you've recently 
been involved with and which 
have been most challenging? 

Thornton: Jackal, (the soon to 
be released Richard Gere/Bruce 
Willis movie) has been the most 
challenging project because we 
have to seamlessly cut the 
effects into the live action shots. 
We have to exactly match the 
lighting, color, space, contrast, 
and aspect ratio of the live 
action. "Babylon 5" was dead 
simple compared to this. 

■ungues: Didn't Jackal 
allow you to get back to 
modeling? 

Thornton: Yes, I did the original 
tests of the train in the tunnel. I 
don't model as much as I used to. 
Foundation has become this 
beast: We spend an awful lot of 
time feeding it and not as much 
riding it. Though, I am starting to 
(continued on next page) 
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Foundation 
Imaging'; 
Ron Thornton: 

RIGHT GUY, 

RIGHTTIME 




build a new ship this afternoon for 
"Star Trek." It's a massive gun ship. 

We have seen the 
spectacular evolution of high t Wave 
on television and on the big screen 
over the past lew years. It is well- 
known throughout the industry 
that you ate one of the mam rea- 
sons for this. Do you think 
LightWave would be as credible as 
it is today had you not been there? 

Thornton: If I hadn't done it, some- 
one else would have. I'm not the 
only person with ideas. I was just 
the right person at the right time. 

What are the 
main reasons that you choose to 
use LightWave rather than other 
well-known animation solutions? 



Announcing the NEW 




The Power to Change the World 



Fur serious photorealistic terrain rendering, visualization and 
animation, World Construction Set raises the standard, again! 

WCS V3 is easier, faster and packed with new features- 
Groundbreaking new Termffrnvrs" are like having the keys to 
your own bulldozer. You can quickly create roads, lakes, fields, 
forests, building sites, runways, mountains, streams and more. 

WCS V3 is the top choice of architects, animators, engineers, 
foresters, artists, educators, game developers and effects 
wizards. Isn't it time you had the power to change the world? 



^igasita 3 



J Questar Productions, LLC 

r*-^ Call us. 3CQ'659-4028 Write us. WCSInfoi.QuestarPr-ixJuctioris.com 



^ 



Cool Images on the web: www.QuestarProductions.com 



SAY YOU SAW IT IN 

NEW TEKNIQUES 




Companies like to 
know where you 
heard about their 
product. So when 
asking for product 
information — or 
ordering a new 
product — tell them 
you saw it in 
New Tekniques. 



And whenever 

you're looking 

for the latest product 

information, turn to New Tekniques. 



i 
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Thornton: We have been involved 
with NewTek since the beginning 
and we have a great relationship 
with them. We've helped in the 
development of Lightwave and 
they've been responsive to our 
needs. When we talk to them 
about new features, we tend to 
think about what will be useful 
not only to us but also to others. 

NewTekniques: You've produced a 
number of tutorial tapes, like 
"Cinematic Visual Effects, " for 
Lightwave animators to learn some 
of your techniques. What is the best 
advice that you can give to some- 
one just starting in LightWave? 

Thornton: Buy my tapes, (chuckle) 
Watch a lot of movies. Learn about 
composition, pacing, and lighting. 



NewTekniques: Where do you 
see yourself five years from now? 

Thornton: Retired. Maybe not. 
We're definitely making the move 
toward making Foundation a pro- 
duction company rather than an 
effects company We want to cre- 
ate products and be more self- 
sustaining. 

is "Hypewauts" (a 
Foundation Imaging-produced 
Saturday morning TV show) was 
a start. 

Thornton: "Hypemauts" was very 
much the start. Right now. we have 
several projects in development. 
One is a prime-time comedy — a 
comedy "X-Files." There's a cable 
show that is a futuristic adventure, 



a wholly animated show We want 
to be the creators and executive 
producers. If we can watch over a 
show, we can put more into it. 

New" Outside of 

work, what type of activities do 
you like to do? 

Thornton: My passion is my 
Russian Yak-52 airplane. I take 
it to air shows and fly it whenever 
I can. 1 clean it a lot— it's very 
relaxing. When I'm 60 or so. I'll 
probably be one of those guys 
who hangs out at airports, tells 
stories, and can't shut up. 

NewTekniques: In closing, what 
words of wisdom can you give to 
those who have followed your 
work throughout the years? 




Thornton: 

Don't get too wrapped up in the 
technology. Concentrate more on 
the arts. 

EDITOR'S END NOTE: 

Special thanks to Dick De Jong 

and Molly Dinkins for their work in 

interviewing Hon Thornton 

for this piece. 



WE'VE LOWERED THE COST, BUT NOT THE QUALITY! 
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AG-DP800H S-VHS Camcorder 



$500 REBATE OFFER 



The flexibility, versatility, and affordability of S-VHS is undisputed. 
And now, Panasonic's top-rated S-VHS camcorder, the AG-DP800H 
SUPERCAM, has gotten even more affordable. 

For starters, SUPERCAM offers refined 
features including three 1/2" FIT CCDs, 750 
lines of resolution, minimum illumination of 2 
lux, a high sensitivity of f8 at 2000 lux, and 
synchro scan for shooting computer monitors. 

Add in Emmy Award-winning Digital Signal 
Processing , 2-hour record time, 26-pin component 
output, low power consumption and light weight, 
scene files and four audio channels, and SUPERCAM 
delivers the real value you're searching for in a high- 
quality camcorder. 

Best of all, Panasonic has lowered the price 
of SUPERCAM, and is offering a S500 rebate on each 
SUPERCAM purchased from participating dealers 
between July 1 , 1 997, through December 31,1 997. 
For the name of the nearest Panasonic participating 
dealer, phone 1-800-524-0864. 



Panasonic 

Broadcast &. Digital Systems Company 
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The final installment in 

this first level of 

LightWave courses 

— "UghlWave 101." 

Next year: 



Part Three: 

IINISHINCTHE DHA STRAND 



w 



elcome to the final "Lightwave 101" class before you move to the 
next level. There is a lot of ground to cover, so I will not be able to go 
over some things as thoroughly as planned. As always, feel free to 



email me for more clarification. I will be posting the last article and the objects from 



this article on my Web site: www.uberfx.com. 



To start the scene creation 
process, we are going to load in 
the elements and place them in 
position prior to surfacing them. 
This is a little backward from the 
way you would do it if you were to 
texturing each object But. 
because I already have worked out 
the surfacing, we will work in this 
manner to save time. 

Let's bad in the DNA strand: 

I Open up the Objects Pane! 
. and click on the Load Object 
button. Find where you placed 
the DNA strand that you 



made in Modeler and double 
click on it. Close the Objects 
Panel [p]. You should now 
have one DNA strand laying 
flat Select Camera View [6] 
and your view should look 
something hke figure I 

Because the scene we are 
going to lay out is set vertically, 
we need to rotate the DNA object 
so it is oriented vertically. 

J Start by pressing the space 
• bar once so that Rotate is 
highlighted in the Mouse 
control area on the left side 



of the Layout window. The 
easiest way to rotate an 
object on a given axis to a 
precise angle is to use the 
numeric requestor, so press 
jn] to bring it up and enter 90 
for Pitch while leaving the 
other values at 0. 

Create a keyframe for the 
DNA at frame by pressing 
tenter! twice. Once will bring 
up the create keyframe 
requestor and the second will 
create the keyframe. We have 
now locked the DNA in this 



Figure 1 

llefll and 

Figure 2 

fright). 
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position until another 
keyframe is set for it Since 
we want to leave it in a verti- 
cal orientation for the length 
of the animation, this 
keyframe defines its final 
position as well. 

}We need to extend the length 
• of out strand by adding 
another to it and chaining 
them together Make sure you 
are in object edit mode (shift 
- o] and press |p] to bting up 
the object panel. Press Clone 
Object and type 2 in for the 
number of clones Press [p] to 
close out the Objects panel 

We ate now going to parent the 
second DNA to the first. This will 
allow us to move one DNA and take 
its clone along for the ride. Even 
though we ate not going to move 
the DNA it's a good practice to fall 
into because it will make life easy 
for you if you have to make small 
changes to the scene at a later date. 

4 We will do our parenting in 
• the Scene Editor, so click on 
the Scene Editor button in 
the upper left of the Layout 
window. This panel shows all 
the elements that make up 
your scene and is a good 
place to get a feel for the 
overall scene layout 

5 Click on the DNA.lwo (2) 
• object to select it It should 
turn yellow. Click on Parent 
on the left side to pull up the 
Patent requestor Click on the 
pop-up and drag the high- 
lighted area down to 
DNA.lwo (1) and release the 
mouse If you now look in the 
Scene Editor you will notice 
that the DNA.lwo (2) object 
indented over to the right 
and a minus sigir appeared 
next to DNA.lwo (1). This 
tells you that DNA.lwo (2) is 
now a child of DNA Iwo (1). 
Close the Scene Editor [p] to 
return to the layout view. 



i 



I 



I 



I 



To get a side view of the 
scene press [3]. You should 
see a yellow box around 
DNA.lwo (2). This lets you 
know that is the object cur- 
rently selected To move it to 
the end of DNA.lwo (1) we 
need to activate Move mode. 
You do this by pressing the 
[spacebar] until Move is high- 
lighted. Bring up the numeric 
requestor [n] and enter -55.4 
in for the Z-axis. This will 
move the DNA to the junction 
point of the two strands. We 
need to add a slight rotation 
to DNA.lwo (2) so that it lines 
up perfectly, so select rotate 
mode |space bar] and numeric 
input [n] and enter 20 for 
Bank leaving the other values 
alone. Zoom back [.] until you 
can see the two strands and 
your screen should look like 
Figme 2. 

Now is a good time to save 
our scene [shift - s|. Pick a 
spot to save it and name it 
DNA. i always make it a 
habit to save after a tew 
changes so that if something 
goes wrong 1 have not lost 
half a day's work. 

Make sure you are in Object 
mode [shift - o|. Hit the [up 
arrow] until DNA.lwo (3) is 
highlighted. Cycle through the 
Mouse functions |spacebar| 
until Move is selected and 
bring up the numeric 
requestor |n| Enter 6.45 for X. 
and -20 for Z. Leave Y at 0. 
Hit [enter] twice to set a key 
frame for the object at frame 

Now that we have the place- 
ment of our strands, let's add 
some life to them by giving 
them a slight rotation 
Change mouse Mode to 
Rotate [space bar] and biing 
up Numeric input [n]. Enter 
160 for Bank and leave the 
other values alone We now 




need to make a key frame at 
the end of out animation 
[enter]. Type 120 in the Create 
Key at Field and hit [enter] 
again. We can verify that we 
have done the correct thing 
by moving to the next key 
frame [shift - right arrow] 
This should hop you back and 



forth between and 120 and 
you should see a slight rota- 
tion on the DNA strand when 
you do. Repeat the rotation 
steps on DNA lwo (1) so that 
both strands make a 160- 
degree rotation in 120 frames. 
Now is a good time to save 
the scene again [shift - s|. 

(continued on page 36) 
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To make the animation dramat- 
ic we want the DNA strands to 
rise in frame. Since we haven't 
added motion to our strands, 
other than rotation, we can move 
the camera down to simulate a 
rising DNA. 

Also, since we will be adding 
several other objects to the scene 
that should appear to be moving 
upward, we can perform all this 
motion with just a camera move 
and save a lot of animating. After 
all, time is money, squander it 
wisely. 

JA Activate Camera edit mode 
I w. [shift - c] and pull up the 

Camera Panel [p]. Change the 
Zoom Factor from the default 
setting to 4.4 (no reason, 1 just 
like that lens size) and close 
the Camera Panel [p]. Now 
let's add a little motion to the 
camera. Enter in the following 
values for the camera: 

At Frame : 

X: 1.16 Heading: 12 

Y : 16 Pitch: -49 
Z : -30 Bank: 12 
At Frame 120 : 

X: 1.5 Heading: 4 

Y : -31 Pitch: -65 
Z : -37 Bank: 18 

|j Select the Camera View [6] 
f I. and go to frame 60 [f|. If all 
has gone well, frame 60 
should look like Figure 3. 

Before we load in the other 

objects and start surfacing them, 
let's get the environment set up a 
little more. We are going to do this 
in three ways: Lighting, Back- 
ground colors, and Fog. Let's tackle 
the Lighting first. 

Activate Light Mode [shift - 1] 
■ and enter the Lights Panel 
[p]. Set the Ambient Colot to 
255, 255. and the Ambient 



Intensity to 10 percent. This 
will help warm up the shad- 
ow areas and give the scene 
a yellowish tinge. 

B Click on Rename Light and 
. change the name to Key. Next 
to the Rename Light button is 
Clone Light: click on this and 
make one clone. Click 
Rename Light again and 
change the name to Kick. We 
now have two lights in our 
scene, Key and Kick Change 
theit values to the following: 

Key: Color: 255, 243. 230 
Intensity: 150 percent 

Kick: Color: 255. 215. 172 
Intensity: 40 percent 

You will notice that Key is set 
above 100 percent Intensity. I 
know this seems a bit odd, but 
very often certain effects can only 
be achieved by setting values in 
Layout above 100 percent. In this 
case, it is needed to show high- 
lights on our objects through the 
fog. 

ik Close the Light Panel [p] and 
I 1. return to the Layout View 
and do a test render [f9|. The 
image you get should look 
like Figure 4. As you can see, 
we need to rotate our lights 
around so our models aren't 
so front-lit. Enter the follow- 
ing values in for Rotate and 
set their keyframes at 0: 
Key: Heading: 60 
Pitch: 30 
Bank: 
Kick: Heading: -137 
Pitch: -45 
Bank: 
If you do a test render now [f9| 
you will notice that the hot areas 
on the left side of each strand have 
been reduced, and there is a kick 
light illuminating the edges of the 



left side. I have set the kick light to 
point in the opposite direction of 
the Key to add a sense of environ- 
mental bounce and to enhance 
the dimensionality of the DNA. 

Let's move on to the next step 
in the environment process: back- 
ground coloring. Bring up the 
Effects panel by clicking on the 
Effects button on the top button 
row. We want to pick colors that 
will blend together nicely and 
maintain our goal of a yellowish- 
gold look. 

f J Activate the Gradient 
l/t Backdrop coior check box 
and enter the follow values: 

Zenith Color 122, 78, 22 

Sky Color: 245,232 197 

Ground Color: 245, 232. 197 

Nadir Color: 100. 80, 60 

The Sky and Ground colors are 
set to the same value so that the 
blend line between them becomes 
seamless. This way you get a 
smooth spread all the way from 
the Zenith down to the Nadir. 

Next let's add a little fog to the 
scene to give us a sense of depth. 
There are three types of Fog that 
you can add to your scenes: Linear 
Nonlinearl, and Nonlinear2, If you 
select each one in order from the 
Fog Type pop-up you can visually 
see the differences in the Fall-off 
graph to the right of the pop-up. 
Linear is just a straight line and 
generates the least realistic look- 
ing fog. The two nonlinear fogs 
add a level of realism by having the 
amount of fog in the scene ramp 
up in a curve, increasing the real- 
ism by giving the camera a certain 
space where no fog is active. 

it For our purposes, Nonlinearl 
Iw. Fog will do the ttick, so 
select that. Enter in the fol- 
lowing values for the fog: 



II. 



Min. Fog Distance: 0m 
Max. Fog Distance: 200m 
Min. Fog Amount: 10 percent 
Max. Fog Amount: 100 per- 
cent 

Check the Backdrop Fog 
checkbox so the fog uses the 
gradient color we created as 
its color. 

JQ We are now ready to load in 
IU. the particle objects. Switch to 
Object Mode [shift - o] and 
bring up the Objects Panel [pi 
Load in the three particle 
objects we created in the last 
article. Because we were spe- 
cific about naming these 
objects by their particle size, 
let's change them to those 
sizes. In the Appearance 
Options tab at the bottom of 
the objects panel, there is a 
pop-up called Particle/Line 
Size. Change the Patticle/Line 
Size for each of the particle 
objects to the size in its name 
(i.e. Particles_Large.lwo gets a 
Particle/Line Size of Large). 

Tne last object we need to load 
is the Dome.lwo object we will be 
using to add some life to the back- 
ground. 

|Q After the Dome.lwo object is 
If. loaded, turn off all the shadow 
casting options for the object 
and close the objects panel 
[p|. Select the side view |3] 
and zoom out so that all 
objects can be seen. Your 
screen should look like Figure 
5. Granted, it's not the most 
exciting image, but at least it 
lets you check to see if you are 
on the right track. What you 
should have is a dome with 
some particles scattered 
around and a few DNA 
strands sticking up into the 
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dome. Now would be a good 
time to save our scene 

Let's start the surfacing 
process with the dome. 



10 



Open up the Surfaces Panel 
'.and make Dome the Current 
Surface. In order to add some 
life to our scene, we will give 
the Dome a Vein procedural 
texture. The first step is to set 
the base color for our texture. 
Enter 122, 97, 58 for Surface 
color and click on the "T" next 
to the surface color sample. 
This opens up the Color 
Texture Panel. In the Texture 
Type pop-up select Verns as 
the procedural Texture Type 
and enter in these values: 

Texture Size: 

X: 3m, Y: 3m, Z: 3m 

Texture Color: 181, 158.83 

Coverage: 0.2 

Ledge Level: 0.2 

Ledge Width: 0.3 

Bump Strength: 0.1 



11 
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The last step for surfacing the 
Dome is to turn Smoothing on. 

Now for the DNA. There are 
two surfaces that make up 
the DNA strand, DNAJnner 
and DNA_Outer. Enter the 
following values for those 
surfaces 

DNAJnner 

Surface Color: 146, 82, 

Color Texture: Veins 

Texture Size: X: 20cm, Y: 

20cm, Z: 20cm 

Texture Color: 42, 115, 33 

Covetage: 0.2 

Ledge Level: 0.1 

Ledge Width: 0.3 

Bump Strength: 2.0 

Smoothing: On 



DNAOuter 

Surface Color: 146, 92, 23 

Color Texture: Crust 

Texture Size: X: 10cm, Y: 

10cm, Z: 10cm 

Texture Color: 114,99,49 

Coverage; 0.8 

Ledge Level: 0.4 

Ledge Width: 1.0 

Bump Strength: 5.0 

Smoothing: On 

The last item left to texture is 
the particle objects. The reason we 
have them in the scene is to add 
volume and density. First let's 
define the basic color and luminos- 
ity of each particle object. 

B Enter in the following values 
. for each particle surface: 

Partic!e_Small 

Surface Color: 177, 156, 37 

Luminosity: 70 percent 

Particle_Med 

Surface Color: 219, 189, 115 

Luminosity: 60 percent 

Particle_Large 

Surface Color: 123, 99, 49 

Luminosity: 50 percent 



14 



Make sure all other values 
•are set to on each surface. 



That takes care of the luminos- 
ity and color parts of each particle 
surface but we still have to blur 
them out a bit. 



H. 



u. 



In the Advanced Options Tab 
for each of the particle sur- 
faces, enter 100 percent for 
Glow Effect on each particle 
surface. When you have fin- 
ished doing this, close the 
Surfaces Panel [pj. 

Save the scene [shift - s]. 
Also open up the Objects 
Panel and click the Save All 




Figure 6 



Objects button so that the 
surface changes we made 
are saved as well. 

Now we can finish preparing 
our scene for rendering by open- 
ing the Effects Panel and select- 
ing the Image Processing tab. 
From here we will activate trie 
SurfBlurFilter, Set the Glow Effect 
and Dithering Intensity. 



II. 



28. 



For Dithering we want 4 x 
Normal to add a grainy look. 
We also want to check 
Animated so the dither pat- 
tern changes on a frame-by- 
frame basis to simulate film. 
Enable Glow Effect and Set 
the Glow Intensity to 100 
percent and the Glow Radius 
to 30 pixels. This will make 
our particles spread their 
glow over the scene and help 
blend the elements together. 

In the Camera Panel set the 
Pixel Aspect to Dl (NTSC), 
Antialising to Low, and acti- 
vate Soft Filter. In the 
Bottom of the Camera Panel. 



u. 



activate Motion Blur and 
Particle Blur leaving the Blur 
Length at 50 percent. 

Finally, in the Render Panel 
we want to activate Trace 
Shadows. Make sure that 
Render Last frame is set to 
120 and Auto Frame Advance 
is on. If you would like to 
speed things up a bit, turn 
off Show Rendering Th 
Progress. Close the render 
Panel [pj and go to frame |f| 
45. The rendered image [f9] 
should look like Figure 6. 



Congratulations! This session 
has had a hectic pace, but hopeful- 
ly it was informative. This is the 
last course session for "LightWave 
101". Next year we will be moving 
up to "LightWave 201" and will be 
going over some more advanced 
features. 

If you have any suggestions 
on what direction you would like 
"LightWave 201" to take, feel free 
to email me at uberscott® 
uberfx.com. 
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TV a FILM FIX MA 



Two and a half 
pure Lightta 
Autumn Light 
Entertainment, 



bytoi\ii 



M&iinWi Dragonfly Title Sequence 

ON A WING AND A PRAYER 




One of the biggest challenges in the 
dragonfly sequences was to keep the 
wings both visible and blurred, with- 
out strobing. This v/as achieved using 
a number of lighting and 
animation tricks. 



Last December, Alan Munro of 
Open Rims approached Joe Conti. 
Brad Carvey. and Scott Helgesen of 
Autumn Light Entertainment with 
a unique challenge — the entire 
opening sequence of Barry 
Sonnenfeld's newest movie. It 
involved a diagonfly flitting around 
lazily in a rural scene. Flitting, that 
is, until it meets an untimely death 
thanks to the sworn enemy of all 
flying insects, a windshield. The 
sequence was to be a full two and 
a half minutes (!) of animation over 
a live action background. Autumn 
Light was up to the challenge and 
soon got to work 



Getting Started 



The first storyboards were a little 
ambitious and were soon revised to 
what ended up being 14 shots. The 
scene starts in a small canyon and 
moves to a desert floor, ending up 



This issue's featured effect is actually the 
whole opening sequence to the year's high- 
est grossing movie to date, Men in Black. If 
you've seen the movie, you know what an accom- 
plishment this sequence is, and here's the scoop on 
how it was accomplished. (If you didn't see the film, you 
missed out — it was one of the best of the summer). 



on a road and m the path of a truck. 
The background images were a 
combination of photographed mod- 
els and live action The desert floor 
was actually a large-scale minia- 
ture shot with motion control. 
Munro supervised the plate pho- 
tography While the backgtounds 
were being shot, Autumn Light 
was putting together the hardware 
to render such a large project 

To accommodate their needs, 
Carrera Computers provided eight 
500MHz DEC Alpha computers 
running Windows NT 4.0. All the 
computers were fitted with 100 
megabit Ethernet cards and 
mounted in a closet. A custom air- 
cooling unit also was installed as 
well as a thermo alarm. Storage 
was going to be a problem. At film 
res the frames are almost 10MB 
apiece. Multiply that by 3,800 
frames (do the math) and you see 



why some serious storage was 
going to be needed. A small army 
of 3Vt-inch high-speed 9GB drives 
was purchased from APS Tech- 
nologies. Four 9GB drives were 
hooked up to the server, with 
another set of 9GB drives for tem- 
porary storage of the data. With 
everything in place, the company 
was equipped with a formidable 
render farm. 

At the time this sequence was 
completed, Autumn Light had a 
unique setup because there was no 
official facility. All of the work foi 
MiB was done in home labs. Every 
system was a clone, o: "synced" as 
Carvey put it. This means they all 
shared the same directory struc- 
ture and software versions. This 
way, all the work could be shated 
among the machines via a Zip- 
net" (running from place to place 
with a Zip disk) 
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The Modeling 



While the render farm was coming together 
senior animator/modeler Carlos Yambao was 
busy modeling the dragonfly. To achieve max- 
imum realism, a very detailed model was con- 
structed- The whole model was 100,000 poly- 
gons, with 50,000 polys in the head alone, 
Yambao used a combination of MetaNURBS 
and traditional modeling to create the 
detailed insect. 

A scene was set up for animation with all 
the dragonfly's parts in place. For ease of ani- 
mation, all the independent parts of the drag- 
onfly were loaded separately. This allowed for 
maximum flexibility and control. 

According to Scott Helgesen, the tail of the 
insect also had a few morph targets modeled. 
"We experimented with bones, but the distor- 
tion to the tail segments was too much." 

While the modeling was taking place, the 
film was edited together into the final 
seguence. This provided the team with accu- 
rate frame counts. Now all that remained was 
to have the original negative scanned. All the 
digital in/out was provided by VCE. Once the 
frames were scanned and delivered to Autumn 
Light, it was time for animation. 



Flight of Fancy 



Some of the animation was handled by Paul 
Contegiacomo and Rick Helgesen. The exquis- 
ite lighting effects and final animation were pro- 
duced by Conti. All 14 scenes were animated to 
seamlessly blend with each other when all the 
frames were projected in sequence. "One of the 
biggest challenges was keeping the wmgs visi- 
ble," said Scott Helgesen. "Joes lighting effects 
really brought them out and added a lot to the 
sequence." The motion blur of the dragonfly and 
its wings was LightWave's standard motion blur 
setting, with high antialiasing 

"The single biggest challenge for me was 
getting the wmgs to motion blur and not 
strobe," said Conti. "What we ended up doing 
was a process of fairly simple tricks that will 
for now remain a trade secret ." 

Another challenge of the project was get- 
ting the rendered elements to blend seamless- 
ly with the background. 

"To simulate the depth of field, the back- 
ground images were blurred with Light- 



Wave." said Carvey. "Most peo- 
ple don't know that everything 
you see for the first two-and-a- 
half minutes, with the exception 
of the credits themselves, went 
through LightWave." 

With all the hype and hoopla of 
10-bit over 8-bit color depth, this 
sequence is a testament to the power 
and quality of LightWave's rendering 
engine. In addition to the simulated 
depth-of-field blur of the backgrounds, 
the dragonfly was also tendered with 
LightWave's DOF option. 

The animation was traditionally key 
framed. All of the shots were completed 
with the background sequence loaded 
directly into LightWave. This not only 
sped up the process hy eliminating a com- 
positing step, but also helped 
keep down the storage over- 
head. A total of 14 scenes were 
set up with as many as 75 revi- 
sions per shot. Rendering was 
fairly straightforward. All of the 
images were rendered at film 
resolution (2048 x 1556) and 
stored on the 9GB drive- 
Rendering time varied from five 
to 25 minutes a frame. 

Out to Film 

To keep the process on the fast track and to 
eliminate days of back-up and retrieval, the 
shots were sent out for film recording on four 
9GB drives. "We FedExed those 9GB drives 
back and forth a few times, without a single 
problem." said Carvey. The record-outs were 
quickly turned around by VCE. 

Once all the pieces were complete and put 
together, the scene had a life of its own. 

"Probably the most satisfying thing about 
the whole experience was that when we were 
done we had created a two-and-half minute 
movie." said Conti. "It stood alone. Far too 
often in this business you find yourself 
explaining what shot was yours in the middle 
of a sea of effects, but in this case we could 
Just say. 'We did the dragonfly,' and everybody 
remembers." 

After five months of hard work, the scene 
was complete. The final result is nothing 




Above: 

Several shots from the dragonfly 
sequence, created by Autumn Light 
Entertainment, which accompanied 
the opening credits in the movie 
Men in Black 



short of breathtaking. With the power and 
flexibility of LightWave and the talent and 
dedication of the team at Autumn Light 
Entertainment, Men in Black has a very 
memorable opening sequence. 

For more info on Autumn Light, check them 
out on the Web at www.autumnlight.com. 

Tom Williamson is effects supervise! fot Computer 

Cafe Inc. He's a Star Wars fan and plays with G.t. 

Joe's. Reach him at: tomcatjr@concentric.nBt or 

cafe@computercafe.com 
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AUTHOR a READER SUBMITTED TIPS B TECHNIQUES 



II p have a Lirjhlfee 3D, 
Video Toaster, or Video toaster 
Flyer tip or technique thai ion 
think olhei i 



fit from, then send it In 

Umlekiqiiis for 

pufcliin consideration. 

M llie tip is useful, and wasn'i 

aheady submitted oi planned 
far use by a columnist then 

your lip will sepuhlished and 

you will he |iven credit, along 

with o S35 check. 

Send lips to "Teknips." 

tieiilekiijiies majarine, 

1 3 B V. Harvard Blvd.. 

Roseburg. BR 17470, 

or email (our technique to 
jlracj@main.iosenet.nel. 



Syncing Flyer Video 



Nitty Stained Glass Effects 



BYFRED BtRNEY 



ere's an easy way to sync up 
video from a two-camera shoot 
without digitizing both tapes: 

Assume that you are doing a wed- 
ding and camera one is the main 
camera (you will probably use 
most of the footage from this cam- 
era). Assume you will only use a 
few clips from camera two Also, 
assume you don't have enough 
disk space to digitize both tapes. 

Sttpl: 

Digitize a 15-minute clip from 
camera one. 

Slept 

Put tape two in your VCR and 
queue it up to the first frame 
from the digitized clip Reset 
the tape counter. 




Sometimes when 
playing back a 
project, a clip will 
have a glitch in it that lasts 
for about a second. The clip 
plays fine by itself, but within 
a project it tends to act up. 

If the entire clip is short, 
copy it to another drive 
(Files/Res). If the clip is 
long, but the section you're 
using is short, then go into 



The counter on your VCR should 
match the time code on your clip. 

Now you can either: 

Scrub through the digitized 
clip one until you locate a 
place where you want to use 
video from tape two. 

Use the tape counter to locate 
the location on tape, digitize the 
clip, and insert it in your project. 

Scan through tape two until 
you locate a scene that you 
want to use. Use the VCR tape 
counter to locate the corre- 
sponding scene on the digi- 
tized clip. 

This isn't exactly splitting atoms, 
but it saves a lot of time. 



the cutting room of the clip 
and make a new dip of just 
the length of the section 
you are using. You may 
want to add an extra sec- 
ond to each end for use 
with effects. 

Place this new clip on top 
of the old crouton and 
adjust if necessary. For 
some reason, this does 
away with the glitch. 



BYDAVE JEHRARD 



SUP L Take a simple polygon and apply a 
strong crumple texture to it (scales set to 
4-6 and a Small Power set to around 2; 
100% amplitude works great for starters). 

flffl Set transparency to 100%, with a 
veins texture set to 0% with coverage set 
to .001 (no bumps). 

fl[f h Activate the Color filter and then 
apply the "Normal Color" Shader plug- 
in, You get instant cool-looking stained 



You might want to turn off all specularity 
and reflective attributes and encase this 
surface between two un-bumped shiny 
polygons to keep it looking like a smooth 
piece of glass. Play around with the tex- 
ture sizes until you're happy with it. 



import CG Pages into CG Pages! 

BY JOE TRACY 



You may have used the Import command 
in the Video Toaster Flyer's CG to import 
images (like from ToasterPaint) onto a 
box. But did you know that you can import a CG 
page onto the box, too? This is great for creat- 
ing over-the-shoulder news-type effects. 

STEP 1 : Create the CG screen you want to go 
into a CG box. Save it. 

STEP 2: Go to a new CG page and draw out a 
box the size you want 

STEP 3: Hold down Alt and then Fl to bring up 
your ARexx command screen. 

STEP 4: Select Import, then click OK. 

STEP 5: Navigate to your CG drawer and click 
on the CG page you saved. 

That CG page will be imported onto your box! 
Render it out to see the final results. 
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enhance Your 

With New Training Videos for Lightwave 5,5 and Photoshop 4.0 




Image 




Photoshop Essentials 

If you use photoshop, you need this 
tape. Digital artist & instructor Katrin 
Eismann reveals amazing time saving 
lips" & techniques for color correction, 
creative compositing, levels & curves, 
layers, keyboard shortcuts, hidden 
commands and much more! 




P!ug-ln Power 

Learn about three 
incredible Plug-Ins for 
Lightwave 3D. Advanced 
modeling capabilities with 
Macraform, particle 
animation with Particle 
Storm & advanced image 
processing with WaveFilter, 





Steamer 



Discover all you need to 
know about the amazing 
new volumetric lighting 
engine for Lightwave 5.5. 
Create lightbeams, dust 
clouds, smoke trails and 
more! 



QuickStart 5.5 

A complete overview of Lightwave 
5.5. NewTek's Don Ballance provides 
fundamental concepts in animation, 
modeling & surfacing techniques, 
Includes MetaNURBS tutorial plus a 
special "update' section for current 
Lightwave users. 



Organic Modeling 
& Animation 

Give your projects life-like 
qualities with techniques 
used by top professionals. 
Vlodeling tips. Puppet 
Master, Morph Gizmo, 
Inverse Kinematics & more! 



The Creative Magic of Ron Thornton 




Learn award winning techniques for modeling, surfacing, image compositing 
and special effects. Follow along using Ron Thornton's actual creations with the 
Digital FX CD Rom, filled with royaly free models, scenes & image sequences. 

• Spacecraft Model Design • Spacecraft Surfacing Techniques 

• Digital Cinematography • Cinematic Visual Effects 

• Digital FX Collection CD Rom 

\ 




The Lightwave 3D Essential Series 

Top CGI artist John Gross guides you through the fundamentals of 
Lightwave 3D, cut months off your learning curve, From 3D bosics to 
advanced tips and tricks for creating stunning 3D animation. This 
series is a must for every Lightwave 3D artist 

-Lightwave QuickStart . Surfacing Techniques 
• Mastering Modeler • Advanced Features 



Sharpen Your Video Toaster, Flyer & Lightwave 3D Skills The Easy Way! 




:x 



^ Pyrofechniques 

" Create fire. smoke'& 
explosion effects with 
Lightwave 3D 




Pro Flying Logo 
Techniques 

Broadcast techniques for 
logo & text modeling, 
surfacing & animation 




Flyer Essentials 

Step-by-stsp Jtstruction for 
set-up, digitizing video, 
eaiting technques & final 
oulput 



Flyer Advanced 
Techniques 

Layering video, multi- 
channel audio & high 
resolution digitol video 
effects 



toaster 



Great Toaster 
Graphics 

High end graphics with 
ToosterPaint & Toaster CG 
for 4.0 & 4.1 



Video Toaster 
Secrets 

Create graphics & 
effects automatically! 
Customize your Toaster 
for speed & efficency 



24 Hour Order Hot Line! 





Video Toaster 
4000 Series 

Complete Video Toaster & 
Lightwave 3D training. 
Specially priced 8 tape senesl 

Video Toaster 2.0 
Essentials Series 

Video Toaster. ToosterPaint. 
ToasterCG & LlghtWove 3D 
plus aavarced CG & Paint 
techniques. 8 tapes in all 



,.!>'«' 



7 -800-377- 1039 



30 Day Money Back Guarantee! 

On-Line Order Catalog 

http://www.desktopimages.com/desktop/ 

Desktop Images 

P.O. Box 1C908 Burbank, CA 91505, 818-841-8980 fax 818-841-8023 emaii - soles@desktopimages.com 
add $4.95 S&H for first tope plus $1.50 each additional tape. CA residents add sales tax. For PAL add $5.00 per tape 

Circle 0222 



mastering the tools of tomorrow 





^4 






SYNC'EMorZIP'EM 



Let's face it. Most soundcards just pay lip service to 
absolute sync. Not the Antex StudioCard" AV Pro. It delivers. 
With on-board phase-Locked loop hardware circuitry, it locks to 
any video or word clock in your editing environment It batch 
captures, chases, locks, Loads and lip syncs with automatic 



efficiency. Fact is, Antex NT drivers for both Intel and Alpha have 
been tested under fire in professional editing facilities worldwide. 
This card is bulletproof — and nothing sounds better. Why? 
Antex's exclusive low-noise engineering such as extensive ground 
planing and multiple layer board design eliminates pops, clicks, 



/c 



-ANTEX 



ELECTRONICS 



DEC 



16100 South Figueroa Street. Gardena, CA. 90248. USA phone: 310-532-3092 fax: 310-532-8509 email: info@antex.com web: www.antex.con CompaHc I 



(EBB 



NEVER LOSE SIGHTOF SOUND. GlW? Antex Eleciwiio. StuoioCinJ n 3 wgntwed latonarfc tf Ante* IlKVOflfo CenwtaKn, All othef braotfj and podcrt RamK aft Traflemarts w fegiitand trademark! of their rcspechw ownerv 



■■■■■H 





V 



and other random noises that are common complaints with inferior 
cards. So don't settle for mediocre sound. Get rid of loose lips and 
syncing slips for good. Choose the Antex StudioCard' AV Pro. 
It's available worldwide from the finest resellers or directly 
from Antex. To find a dealer in your area, or to order, visit 
www.antex.com or call 800-432-8592. 




■ Reads/writes SMPTE S MIDI. ■ Screen burns 
timecode ■ Hardware locks to all video ■ Variable 
sample rates to 50kHz ■ 4-in/4-out on balanced 
-- *- XLR ■ Digital I/O via AES/EBU. S/PDIF 
■ 95 dB (Typical) dynamic 
range" Windows NT ■ 20 dB 
headroom ■ 32-Bit digital 
mixer & patch bay" Complete 
cable assembly included 
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StudioCard AV PRO 



THE CARD THAT SYNCS AS GREAT AS IT SOUNDS. 




G MORE PROFESSIONAL PRODUCTIONS 



by 
"spike" oauner 



Creating realistio 
loaking smoke is 
a challenge, but 

Spike shows you 

how to do il using 

the new 

LightWave 3D 5.5 

Steamer plug-in. 



Figure 1 



lightwave 3D 5.5 Feature Makes It Eosy 

SPIKE'S SNAKING STEAMER SMOKE 

Traditionally, one of the most challenging and render- intensive effects to cre- 
ate has been smoke. As animators we've tried cylinders, balls, morph tar- 
gets, image sequences, and transparency maps. But now, thanks to the 
brilliant programming of Gregory Duquesne, we have a powerful tool to create this 
elusive effect. Steamer, a feature of Lightwave 3D 5.5, enables you to generate vol- 
umetric lights and volumetric particles. A basic understanding of displacement maps, 
bones, and Steamer is useful when attempting this effect. The smoke we're going to 
create is a wispy, snaking smoke. One might see this effect from the barrel of a gun, 
the end of a cigarette, or smoldering ruins. 



The first thing we need to do is 
create an object that we can apply 
Steamer to, so off to Modeler we go: 

(Create a box using the follow- 
. ing numeric values: 

Low High Segments 

X -100mm 100mm 3 

Y -lm 1m 20 

Z -100mm 100mm 3 

This will give us our basic 
shape. {See Figure 1) 




Now hit "k" on the key- 
board to kill ali the 
polys. ..remember we only 
need the points. 

This shape is too ordered to 
look like smoke, so hit "shift 
+ j" on the keyboard to jitter. 
Select Gaussian and enter a 
radius of X 100mm, Y lm. Z 
100mm. 

Okay, that's better, but there 
are too many points. Note 
that Steamer will compute 
its settings for every point 
and that can take awhile. So 
to reduce our point count, hit 
"m" on the keyboard. Select 
Fractional and enter a value 
of 1.75. Check your point 
count; you should have 
between 130 and 160 points 
in your object. 

Go to the TOOLS panel, 
select the CUSTOM bar, and 
run the POINTS2POLYS 
plug-in. (See Figure 2). 



Save your object as 
Column. lwo. 

Enter LightWave and clear the 
scene. Set your default units 
to meters, then load object 
Column.lwo. It's probably best 
to go to the Surfaces panel 
and change the points to a 
bright yellow and crank the 
Luminosity to 100 percent. 
This is just so you can see the 
particles better in the Open- 
GL/QuickDraw 3D interface. 

New add four independent 
bones (no child bones). Set 
their Rest length to .5 and 
Falloff Type to 1/Distance A 8. 
Position the bones at the fol- 
lowing coordinates: 



Bone 1 



Bone 2 



Position 
X:Q0 
Y: 1.315 
Z:0 

X:0.0 

Y: 0.245 
Z:0.0 



Rotation 
H: 90.0" 
P: 0.0" 
B:0.0" 

H: -90.0" 
P: 0.0" 
B: 0.0" 
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Figure 2 





X:0.0 


H: 90.0' 


Bone 3 


Y: -0.56 


P: 0.0" 




Z:0.0 


B: 0.0" 




X: -0.230 


a 90.0' 


Bone 4 


Y: -1.415 


P: CO" 




Z:0.0 


B: 0.0" 



9. 



Finally, Rest the bones in their numerical 
order by selecting the bones in ordei and 
pressing "r" on the keyboard. (See Figure 3). 

These bones will be our handles to guide 
and twist the smoke column, but if we 
move them now, the column's particles 
are static and have no swirling movement. 

In order to create that movement and 
some randomness, go to the Objects 
Panel. Select Column as the Current 
Object and click on the T button for the 
Displacement map. Select Fractal bumps 
as the Texture Type. Set size to X 0.6, Y 
0.6. Z 0.6. Change the amplitude to 0.35 
and finally turn on World Coordinates. 

Return to Layout, and select Bone2 and 
. Move it around on the X and Y axis. 
Notice how the points will displace in 
real time; this allows you to tweak the 
displacement map without having to do 
test renders. 

Go to frame (if you're not there already) 
. and set the bones to the following posi- 
:;o: :; ai d si/.?s Make sure to key frame 
each of the bones at these values for 
frame 

Position Size 

X: -0.005 X: C.3 

Bone 1 Y: -1.415 Y: 0.3 

Z 0.0 Z: 0.3 



II 



Bone 2 



Bone 3 



Bone 4 



X: -0.005 


X:0.3 


Y: -1.415 


Y0.3 


Z:0.0 


Z:0.3 


X: 0.070 


X:0.3 


Y: -1.415 


Y0.3 


Z:0.0 


Z:0.3 


X: -.23 


X:0.15 


Y -1.415 


Y: 0,15 


Z:0.0 


Z: 0.15 



Go to frame 20 and set the bones to the 
following Positions and Sizes: 





Position 


Size 




X: 0.355 


X: 0.54 


: 


Y: -0.3 


Y: 54 




Z:0.0 


Z: 0.54 


2 


Keyframe it at its Frame location 


3 


Keyframe it at its Frame location 



, Go to frame 40 and set the bones to the 
following Positions and Sizes: 



Bone 1 



Bone 2 



Position 


Size 


X: -0.095 


X: 1.44 


Y: 0.725 


Y: 1.44 


Z: 0.0 


Z: 1.44 


X: 0.265 


S0.6 


Y: -0.3 


Y:0.6 


Z:0.0 


Z;0.6 



Bone 3 Keyframe it at its Frame location 

Go to frame 60 and set the bones to the 
following Positions and Sizes: 



Bone 1 



Bone 2 



Position 


Size 


X:0.3 


X:3.0 


Y: 1.92 


Y3.0 


Z:0.0 


Z:3.0 


X: -0.310 


X:1.5 


Y: 0.325 


Y: 1.5 


2:0.0 


Z: 1.5 



Bone 3 



X: 0.280 
Y: -0.550 
Z:0.0 



X:0.5 
Y0.5 
Z:0.5 



IJ. 

it 



II. 



II 



SAVE YOUR WORK!!! No software is 
bug-free — especially Steamer. 

Okay, that's all for the animating. Go 
ahead and make an OpenGL/Qui 
3D preview and watch the motion. 

Since we're controlling portions of the 
column with bones, it can be made to 
twist with wind currents and size as it 
disperses. Go ahead and make any 
changes you like to it before we apply 
Steamer. 

Render a frame (I'd prefer frame 60) before 
applying Steamer This gives Steamer nec- 
essary Z-buffei information. (See Figure 4). 

I wanted the smoke to disperse inr 
air at the top of the column. To do this 
with Steamer, you must realize that the 
particles in the object will have a light 
that makes them visible. 

Go to the Lights Panel and rename the 
current light to SteamerLight. Make it a 
point light and set Light Intensity to 50 
percent. Turn on Intensity Failoff and set 
the Maximum Range at 4.7. 

Go back out to Layout. Go to Frame 60 
and parent the light to Column. Move 
SteamerLight one meter below the base 
of Column and set keyframe at 0. Be sure 
to check side and front views so that the 
top of the column is outside of 
Steamer_Light's failoff. (See figure 5). 

When dealing with particles. Steamer is a 
two-part plug-in and must be appli 
both locations (Displacement plug-in and 
Pixel filter plug-in) or it will not work. 
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Figwe 4 




figure S 



figwe 6 



15. 




First go to the Objects panel and make the column 100 percent 
dissolved (it was only visible for the setup purposes and would 
ruin our render if not dissolved). 

Select the first Displacement Map plug-ins slot and highlight 
Steamy Particles (don't worry about the options for this tutorial). 

Advance to Frame 60 of the animation. Go to the Effects panel 
and then to the Image Processing tab. In the Pixel Filter plug-ins 
you will find Steamer Select Steamer and go into the Options 
On the left, select Column under the Edit Object pop-up. Click 
on the Activate button next to the pop-up You will be warned to 
return to Layout — so do it. 

Re-enter Steamer Options and Select Steamet__Light under 
Active Light. Set the following options: 



14. 



Dissolve 

Radius 

Variation 

Variation Scale 

Falloff 

! :.ip; nig 

Sai rples 
Luminosity 
> a :ity 
Attenuation 
Red Shift 
HO 

Fractal noise 
Parent object 
Frequencies 
Small Scale (m) 
Gram 
Contrast 
Big Scale 
Amplitude 

Select full preview and click refresh. Go ahead and play with the 
settings — the ones in this tutorial are purely subjective. Once 
you get the settings you like, render out an animation and take a 
look at your steamy smoke! 



10 percent (turn off Automatic sizing) 

0.19 (this is the size of each particle) 

50 percent 

0.15 (these set the variation of the particle size) 

2 

1000.0 

50 (to increase detail) 

1000 

0.0 

20.0 

0.0 

S: V: 230 

On 

None 

-■: 

11 (sets smallest Fractal noise) 

10 

2S 

D □ 

125 



I hope this tutorial has given you a better grasp of Steamer and a new 
perspective on Lightwave's particle animation capabilities. BEWARE: 
Although Steamer is a powerful and useful plug-in, render times may 
be intense. Some helpful ways to cut down the render times are to click 
on the No Antialiasing and Rendei V. Res buttons within Steamer itself 
(See Figure 6). 

Spike is a forms! NewTek employee who now animates professionally in 
Los Angeles. His bobbtes include sleep deprivation and malnutrition- 
He can be contacted through email at LWanimator@aol.com, or via snail mail at P0. 
Box 4609S, Los Angeles. CA 90046. Special thanks to Bryan J. Blevms, who is NOT 
a cartoon character, lor his assistance with this tutorial. 
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250 Calories 
(actual size) 




TWO REFRESHING TREATS FOR HUNGRY TRAVELERS. 



250 MB 

(actual size) 




v * 



THE SHARK 250" MOBILE HARD DRIVE. 
THE WORLD'S SMALLEST, FASTEST, EASIEST WAY TO TAKE YOUR DATA WHEREVER. 

Smallest. Small enough lo lit in your shin pocket (290% smaller than other removable media drives). 2.5" 250MB removable DAB Diskettes ate raised, smaller and 
easier to handle, traosport aod store. Fastest. Fast enough to run applications, as well as lull motion video and audio {average seek time: less than 12msec). Transfers data 
extremely fast; identical lo hard disk access. Easiest. Installs in less than 5 minutes. Unique parallel port set-op (with active pass »hmh 
throogh) lets your drive and printer share one port. Draws power ftom your computer; no wall outlet or power ChQf Is I 
supply needed. Get the Shark 250 today, and satisfy your travel cravings without pulling on weight. 

Contact your local retailer (see below), call 8B8.G0.AVATAR (888.462.8282) ext. 306, or visit us @ www.goavatar.com 
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BY ERIK FLDM 



"Skinning" 
a 3D cylindrical 

object to create 

a reference bump 

or texture map. 



A Facial PeelThat Doesn't Burn 

SKIN-O-MATIC! 

You've just finished your latest 3D monster and the model looks great! But 
now you need to add some detailed bump and texture maps to make it 
look real! This article will describe a simple Lightwave 3D scene that can 
be used to "peel the skin off" of any roughly cylindrical object and leave you with a 
high-resolution image that you can use as a reference for creating cylindrical texture 
maps. Optimally, you will also have a layered paint program like Photoshop to create 
your texture maps, once the template is made. 



When texturing an object such 
as a head, the easiest and most 
common technique in LightWave is 
to use the Cylindrical projection 
map option and map textures onto 
the head as if it were a pole. This is 
fairly straightforward, but a prob- 
lem arises when you need to place 
markings with precise detail (i.e.. 
fine wnnkles around the eyes and 
mouth, moles, tattoos, scars, etc.). 

If you're using the Humanoid 
object by Crestline software, 
you'll already have a reference 
bitmap to work from. Crestline 
uses Meshpaint from Positron, it's 
a 3D pamt program that will auto- 
matically create a PolyMesh — a 
bitmap showing just the wire- 
frame outline of the image, 
unwrapped for cylindrical projec- 
tion. No color or texture informa- 
tion is included in these black- 
and-white bitmaps, but they are 
nice starting points for building 
texture maps 



What if the head of your cre- 
ation doesn't look even remotely 
human? With no reference, it's 
virtually impossible to line up 
anything but the grossest detail 
in a 2D paint program. Of course 
some true artists in the audience 
may have had success — but I'm 
not one of them — I can barely 
paint to begin with. 

There are some new programs 
out for the PC. Mac, and others 
that will enable you to paint 
directly onto a 3D object. Detailer 
by MetaCreations is the most 
widely advertised. Unfortunately. 
it does not support the Lightwave 
format directly, so objects have to 
be saved out in DXF format. It 
works, but lack of direct 
LightWave support adds several 
extra steps. 

At NewTek's SIGGRAPH booth 
this year, a new paint program 
was being shown off. It looks to 
be an extremely powerful multi- 



layered paint program that allows 
direct painting of Specularity, 
Bump, and Diffuse maps — with a 
real-time preview window! 

Still, these programs cost hun- 
dreds of dollars each, and a free 
workaround is always welcome! 

Below is a .description of how to 
set up a scene that I call "Erik's 
Skin-o-Matic." While this demo 
uses a head object, almost any 
cylindrical object can be skinned 
using this "jig." You'll ]ust have to 
change the image aspect to match 
the ratio of cylinder height to 
object circumference In case you 
forgot the equation, Circumference 
is the diameter (2x radius) x pi 
(approximately 3,1415} 

When rendering, the image will 
be built up from left to right as a 
series of small stnps. Each frame 
adds another small slit to the fin- 
ished image. The important thing 
is that each individual strip is ren- 
dered along the same angle that a 
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cylindrical projection map would 
follow— basically reversing the 
image mapping to leave you with 
an accurate template. 

To understand how this tech- 
nique works, consider a popular 
device used to capture 3D models 
of human heads: the CyberWare 
scanner. (First commercially used 
to put human faces on the water 
creature in The Abyss, it's been 
seen in countless films since) The 
scanner is a big unit with a chair 
in the middle, and a camera that 
rotates in a circle around it. An 
actor remains stationary while the 
camera rotates around him/her. 
As the camera rotates. 3D geome- 
try data is captured using a laser 
scanning technique. As the 3D 
data is collected, a standard cam- 
era also captures a series of small 
image strips — one for every col- 
umn of polygons. These thin verti- 
cal strips are then assembled into 
a panoramic image, which shows 
a perfectly lit view of the actor's 
head from every angle. 

This tutorial uses a similar con- 
cept to create the cylindrical pro- 
jection of your head object. 



Modeler: 



Load your object into Modeler 
and select just the polygons 
you want to map. Cut those 
polys into a new layer and 
center the object using the 
Custom- >LW__Center tool. 
This is basically the same as 
using the "Auto Size" button 
on the final texture map — 
more on this later. 



J Once you've created this 
• temporary object, save it out 
with some descriptive name, 
like "TmpHead.lwo." 

Now we have to create a slit object 

Create a box with numeric 
/. values: 

LOW: ,625mm, -.25m. 
HIGH: 1.0m, .25m, 

A Mirror the object along the X 
I. axis. Name the polygons 

"ViewSlit" Save the object 

as: "ViewSlit. Iwo." 



Layout: 



SGo to Layout. Select the 
. Camera panel. Start by 
enabling the Custom Size 
setting and set the image 
size to 1024 x 480. Set pixel 
aspect to Square Pixels, and 
set segment size to 12MB. 
You can set antialiasing to 
whatever you want — though 
OFF works just fine for a 
background template. Don't 
use Enhanced AA, as this 
will blur out the image 
unacceptably. 

/ Set Zoom Factor to 1000. 

U. Yes. one thousandl 

Setting the Zoom Factor this 
high virtually flattens out 
the head — minimizing per- 
spective distortion that 
would occur with a wider 
ler.s." 

Close the Camera panel, and 
. select the Camera. 

Move it to 0, 0, -150 at frame 0. 




Create a Null Object named 
"ObjectPeeler." At frame 0, 
move the ObjectPeeler to 
-32cm, 0, 0, and set the 
heading to -180. At frame 
256, set the position to 32cm, 
,0, and heading to 180. Set 
spline control to linear for 
keyframe 256. 

Load the "ViewSlit.lwo" 
object. At frame 0, move the 
object to -16cm. 0, -75m. and 
at frame 256, set the position 
to 16cm, 0, -75m. Leave rota- 
tion set to 0. Again, set 
spline control to linear for 
keyframe 256, 



Top: 

The original Elven head with 

a generic skin texture. 

Bottom: 

The Elven head with new 

textures applied. 
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The elf from several other views. 




The finished head map image. 



Load the "TmpHead.lwo" object and 
■patent it to the ObiectPeelet. 

At this point, the scene is done 1 You 
should see the head object centered on 
the left side of the screen — only one-half 
should be visible, and it should be facing 
away from the camera You might not see 
the head if your preview mode is set to 
Smooth Shaded or Textured. Just set the 
view options for the ViewSlit to Front 
Face wireframe. 

If necessary, size the head object at 
frame to fit vertically within the bounds 
of the final rendered image. 



lighting: 



| Select the only light in the scene and 
. Parent it to the ObjectPeeler. This way, 
your light source is fixed to the rotating 
head. You can also add more lights to 
highlight the head's shape If you want 
flat lighting, just point the light straight 
at the face, and DON'T parent it to the 
rotating ObjectPeeler 

In the examples you see here, I had created 
a temporary scene with just the head and 
some generic lights patented to the head. 
Next, I just did a "Load From Scene" to load 
everything into the "Skm-o-Matic" scene. 



Go to the render panel, and setup the 
. ■ . destination directory — you will need 
enough space to hold at least 256 inter- 
mediate frames— probably a few hundred 
megabytes at most. Set the first frame to 
0, and the last frame to 256, 

Render out frame 



[ Go to the Images panel and load an 
U. Image Sequence. Select the same image 
you just rendered, and set the Frame 
Offset to- 1. 




M 



IJ. 



Go to the Surfaces panel and find the 
.ViewSlit surface. Set the Surface Color 
Texture option to FrontProjection map 
and select the Image Sequence you 
loaded Set the Luminance to 100 per- 
cent, and the Diffuse Level to percent. 
This prevents the Front Projection map 
from being affected by ambient lighting. 

Save the scene as Skin-o-Matic.lws," and 
Save All Objects — just to make sure all 
surfaces are saved 



Rendering: 



18. 



ft 



20. 



II. 
II 



Before rendering out the whole scene, 
you might want to make a quick wire- 
frame preview and make sure everything 
is set up correctly. You should see the 
head rotating from left to right, with a 
small slit centered on the head as it trav- 
els from left to right. 

Once you're sure everything is set up 
correctly go ahead and render the 
images. Now would be a good time to get 
some coffee. It was taking about nine 
secondsfor each of the 256 frames, or a 
little over half an hour on my dual 
200MHz Pentium Pro. 

When the rendering finishes, you should 
have a directory full of images We're only 
interested in the last one, because it has 
all the strips joined into a single image 

If all worked as specified, you should see 
a big (and wide) image that shows every 
side of the head you want to detail. 

Once you've created your texture map(s), 
• Auto Center them on the head surface and 
they'll line up perfectly 



Congratulations! You're done! 

Erik Flam is owner of ELFWorks 3D Construction Co., a 

full-service animation company serving the San 

Francisco Bay area. His Web site is located at 

wwvs.FLFWorks.com. 



50 Tekniques October/November 1997 






Sales e-mail: sales@randomize.com 

Support e-mail: support@randomi2e.com 

Website: www.randomtze.com 



Order Line: 1 883 RANDOMIZE 

(1 B8B 726-3664) 

Phone: (9051 939-8371 

Fax: (905) 939-8745 



24 BitGraphics Accelerators 
CyberVision64/3D 4MB GmuMu*m%zvB 

The CyberVislon64/3D is an auto-sensmg Zorro I 

/ Zorro 111 board that works in the A2000. 

A3000IT) A4000(T) or an A1200 with a Zorro 

adaptor. Based on ihe S3 Virge Chipset, the CyberVision64/3D provides mcreadible 

value and performance supporting 1024 x 768 in 24 bit. A40Q0 scandoubler and 

MPEG options available. 



CyberVisionPPC 



CyberV bsioh 



Made specifically for the expansion connector on the CyberStormPPC and Blizzard 
2604, the CyberVisfonPPC provides an outstanding 3D performance of up to 42 
million textured 3D pixels per second, with hardware -accelerated rendering functions 
such as z-buffering. gouraud-sheding. fogging, blending and anti-aliasing. As the 
design of the PERMEDIA hardware suits perfectly for OpenGL implementations, it's 
3D performance can support the CyberGL functionality of CyberGraphX V3 Native 
which comes along with the PowetUp boards. 

The CyberVisicnPPC used 64-bit wide SGRAM with a data transfer rate ol up to 660 
MB/s; this in combination with the fast RAM-DAG allows display resolutions of up to 
1280x1024 pixel in true color mode and with a high refresh rate of at least 70Hz. 




MicroniK 



poiwredby 



AMIGA 



Randomize is pleased to bring Micronik's line of 
new Amigas to North America including: 



Infinitiv A1300 

- AGA Chipset 

- 020 with A1200 connector 

- 2 MB Chip Ram 

- High Density Floppy 

Infinitiv A1400 

- AGA Chipsel 

- 020 with A 1 200 connector 

- S MB Chip Ram 

- High Density Floppy 

- 5 x Zorro II 

- 2 x ISA. 2 x PCI 

- Video Slot 

Micronik Classic Tower 

We also carry Micronik's line ol Tower cases for Ihe A1200. A2000, A3000 and A4000. 
Contact us lor details. 



Infinitiv A1500 

- AGA Chipsel 

- 020 with A1200 connector 

- A3000/40D0 CPU connector 

- 2 MB Chip Ram 

- High Density Floppy 

- 5 X Zorro ll/ll, 2x ISA. 2 x PCI 

- Video Slot 

- Fast SCSI II Interlace 



Phase5's accelerators and 

graphics cards are a perfect match for the 

infinitive including the new PowerUP boards! 





~P®wer(UP+ 

AMIGA™ GOES POWERPC™ 



^_PPC 

is now shipping for 3000(T) and 4000(T) 

These boards have both a 680x0 CPU and a PPC 604e cpu on them. 
Choose your speed combination: 



CyberStormPPC (A3000(T), 
A4000(T» & Blizzard 2604 (A2000) 

680x0 CPU PPC6Q4e CPU 

040 25Mhz 6046 ISOMhz 

040 40Mhz 604e tSOMhz 

060 50Mhz 604e aOOMhz 

CyberStorm 4 Blizzard 2604 has an UIKa- 

Wide SCSI controller, an expansion 

connector tor Ihe CyoerVisionPPC board 

and can accomodate 1 28MB of fast 64 oil Ram 



Blizzard 603e & Blizzard 603e+ 
(A1200) 

680x0 CPU PPC603e CPU 

O30S0Mhz 603e 175Mhz 

040 40Mhz 6036 200Mhz 

060 50Mhz 603e 200Mhz 

Blizzard 603e & 603e+ has a Fast SCSI 

II controller and can accomadale 64 MB 

of fast 64 bit Ram. 



Upgrade your Cyberstorm or Blizzard 
Accelerators to PowerPC. 

Phases promised upgradablity ol your CyberStorm and Blizzard accelerators to 
PowerPC ... and now its here. You must have received an upgrade coupon from 
Phases to be eligible lor upgrade pricing. You must have mailed your CyberStorm or 
Blizzard registration card to Phases in order to have received the upgrade coupon. 

Upgrade any 040 or 060 to PowerPC. 

Upgrade to PowerPC Power via Phas@5's PowerPC boards by using the 040 or 060 
CPU on your current accelerator. This can include any 040 or 060 chip that is currently 
being used on your current accelerator board, 

680x0 Accelerators 

Phase5 siill provides power and economy with some great deals on 680x0 boards. The 
current lineup ot accelerators Includes: *■« 



A3000(T)/A4000(T| 
CyberStorm MKIII 060 
Cyberstorm MKIII 040ERC 
includes Ultra Wide SCSI 



A2O00 

Bi.zzard 2060 
Blizzard 2040ERC 
Includes Fast SCSI 



A1200 

Blizzard 1260 
Blizzard 1240T/ERC 
Blizzard 1230 
Blizzard SCSI Kit 



AmigaOS 3.1 

AIVIKjA KJj AmigaOS 3.1 provides many benefits and is often required for 
' ' many applications including Phase5 PowerUp boards 




Benefits 

Datatypes for graphics and 

audio 

Quicker screen refresh and 

Faster operating system 

operations 



Required 

For new graphics board 
includfng PicassofV 
CyberVtsion64/3D 
For Phase5 accelerators 
including new PPC 
Most internet applications 




NewTek 




Randomize is Proud to be an 
authorized NewTek dealer 
serving the Great Toronto Area 
and Canada. 

Providing the best in sales and 
service support for the Video 
Toaster Flyer, Lightwave 3D 
and related products. 

Video Toaster Flyer 

- Compete "Turn-Key" Solutions 

- Contact us for exact 
configuration quote 




LIGHTWAVE 3D 



Lightwave 3D 

- Complete solutions 

- All platforms supported 

- Training Programs 

- Demo Copies Available 



Caiibar 

- Demo Units available 

- Competitive and Bulk 
Pricing 




For Complete Product Information and Pricing 

Visit our website at http://www.randomize.com 



Circle #225 




ONAL PRODUCT ONS 



BY ERIC 

BOTTORFF 



A goad-laaking 

usable object can 

be created quickly 

using simple 

geometry anil 

basic Boolean 

operations. 



Scene Panel: Note the 
stan and end frames. 



A Trade Secret for Infinitely Looping 

SEAM1ESS VIDEO CUPS 



A really good technique to improve your productions is sometimes classi- 
fied as a trade secret, and most people have at least one of these 
secrets, The foflowing technique could be classified as one, as it will 
enable you to take any animation, image sequence, or even video segment and turn 
it into a small looping clip that will play seamlessly, over and over, for as many sec- 
onds or minutes as you need. 



Moving Tenure All Around You 

Even if you're not 'Captain 
Animator" you can make your 
own moving backgrounds. You 
don't have to make your own from 
scratch in Lightwave 3D, 
although this is one option. 
Moving textures are literally all 
around you! Have you ever been a 




passenger, looking out the win- 
dow at the road as it blurs by? 
Shoot it and use this technique. 
Got a swimming pool? Catch 
those rippling blue waves for 



importing into your Flyer. The 
possibilities are endless. 

Recently, 1 shot a commercial at 
a dental office that had a beautiful 
aquarium. I brought my camera 
and filmed an extreme close-up of 
bubbles rising to the surface. Even 
though I didn't have an immediate 
need for it, it went into my clip 
library for possible future use. It's 
surpnsing how often these can get 
you out of a creative jam when you 
need something to spice up that 
logo or tag shot. 

TheTrick of the Trade 

Take the footage you've shot 
and digitize it into the Video 
Toaster Flyer You only need 
about 4 to 6 seconds, but you 
can digitize more. Feel free 
to try a FlyerProc effect, like 
slow motion or strobe, on 
your clip. 

Now the clip needs to be bro- 
ken into individual frames. To 
do this, go into ToasterPaint 



4 



and click on the Process but- 
ton on the bottom menu. 

Click the button under 
Source Clip, Select the clip 
you will be processing. 

In the Frames to Process 
. field, enter a Last Frame 
amount of 4 seconds. 

Under the Process Clip head- 
ing, you'll see a scroll-down 
menu. Find the ARexx script 
r.t -;>; clip? i' and ?,;- ect 
it. A requester asks where 
you will put the files. Keep in 
mind that this four seconds 
will produce 120 images 
totaling anywhere from 70 to 
120MB on your system drive. 
Be sure not to use a Flyer 
drive! 

If you're generating the 
frames through LightVVave, 
then all you need to do is 
save the image sequence. If 
you're short on hard drive 
space, you can have Light- 
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Seatbelt NOT Included 

Call or check out our web site for more details. It just may save you time and money. 
DCG Computers, Inc. ph: 603-421-1800, fx: 603-421-0911 http://www.dcginc.com 

Circle #203 
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Circle #210 




The Dissolve envelope between she foreground and 
background images 



The image panel: looping is selected at frame 90 so a 
I -second dissolve can be mixed into the clip 



i 



Wave save the images as JPG files, 
which will only take up 30 to 40 percent 
of the amount of space 

ligbtWivc to itie Rescue 

Enter LightWave and under the scenes 
« panel enter a Last Frame length of 120. 

Go to the Images panel and select Load 
Sequence Locate the Images and select 
any one of them LightWave will recog- 
nize the sequence as an image with the 
base name you gave the files 

Select Effects, then Image Compositing, 
and on the scroll-down menu for 
Background Image select the image 
sequence 

Go back to the Images panel and click 
Load Sequence. Select the same sequence. 
Now click the Loop Sequence box and 
under Sequence Loop Length, enter 90 

Return to the Effects panel. Select Image 
• Compositing and under the Foreground 
Image scroll-down menu, highlight the 
second image sequence. Be careful to 
choose the second choice, as they both 
have the same name. 

On this same panel is a selection for 
Foreground Dissolve This is the key to 
the whole process Click on the "E" to 
bung up the Dissolve Envelope panel. 



8. 



I 



II. 



12. 
B 



Set the current value to 100 percent, then 
press Enter until a requester comes up to 
create a key frame. Enter 90. Make 
another key frame at 120 and set the cur- 
rent value for it to percent. Set the 
Spline Control for the two key frames at 
90 and 120 to Linear, Press "S" to bring 
the requester up, then click Linear 

Go to the Camera pane! and make sure 
Field Rendering and Medium Resolution 
are selected. 

Go to the Record panel. Click on Save 
• Animation. Select a name and Flyer 
video drive to save the clip. 



14 



From the main screen, click the Render 
.button. For the First Frame enter 31. The 
Last Frame should be 120. Click 
Automatic and then OK. 

When LightWave is finrshed you should 
have a three-second, seamless clip that 
can be laid end-to-end anywhere in your 
project' 



Another Trick of rhe Trade 

You may want to experiment with longer 
lengths or other variations Three seconds 
might be too short and repeat too quickly with 
some shots. I have found that scenes with tex- 
tured, abstract, or nondescript images seem to 
work best for this technique. 



Here is a qurck summary of the steps needed 
to produce these animated backgrounds: 

(Generate a sequence 
. of single files. 

ILoad the image sequence into LightWave 
• 3D, making it the Background Image 

5 Load the sequence again and select 
. Loop Sequence. Make the Sequence 
Loop Length 30 frames short of the last 
frame (i.e.. if it is 120 frames long, your 
Sequence Loop Length will be 90). 



4. 



i 



Make the second image sequence the 
Foreground Image- 
Set the Foreground Key envelope to 100 
percent at frame and 100 percent at 30 
frames before the last frame (i.e., if it is 
120 frames long, you will set it to 90). Set 
the last frame to percent. Make all keys 
Linear. 

Render frame 31 to the end of sequence 

If we can all add another "trick of the 
trade" to our repertoire from time to time, 
it will give our productions a fresh look, 
and push the quality of our video produc- 
tions to an even hlghei level 



Eric Bottorff owns High Quality Productions, based in 
central California. He produces television commercials 

and numerous animated backgrounds. 

You can reach him at (8881 247-8050 or email him at 

erichqp(S>lightspeednet 
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COLOR MONITORS FOR 
AMIGA COMPUTERS 

Y/C Plus 84 has learned with Philips 10 offer a line of 
Color Monitors for the Amiga Computer. A six foot 
Amiga cable with 15.75 kHz RGB is included at no 
charge. Additional Inputs are Y/C (S-Video). 
Composite Video. Mono Audio and 181 channel tuner. 
The models available are YCP-13M 13". YCP-20M 
20". YCP-25M 25" and YCP-27M 27". Prices 
range from $439 to S899. Call for details or check our 
website at www.ycplus.com for complete details. 
These monitors are a perfect replacement for the 
Amiga 1084. 
Call far a dealer near you! 



310 SW 6th Ave., Topeb, KS 66603-3109 
800.S86.170O 785.235.5014 FAX 785.235.3485 
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Register now for Animation Career 
Training Classes in Lightwave 3D 
in the San Francisco Bay Area! 

- ♦ Full Time Classes begin in Sept. '97 

♦ Part Time Corporate Training Now 

♦ Animation Resources, Sales & Service 




www.exchange3d.com 



3D EXCHANGE 
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NewTek 

AUTHORIZED 
TRAINING CENTER 
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Inform ♦ Introduce ♦ Influence ♦ Instruct 
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POINTS 



Articles 

News Items 

Advertisements 



Reprints of New Tekniques articles, advertisements, 
news items or special announcements are available 
through Advanstar Marketing Services. Customized to 
meet your specific needs, reprints are highly effective 
when you use them to: 



♦ Develop sales and marketing handouts for distribution 
at trade shows and consumer expos 

♦ Develop direct-mail campaigns 

♦ Provide product/service literature 

♦ Compile reference materials 

♦ Train and educate key personnel, new hires 

♦ Enhance press kits 

♦ Present information at conferences and seminars 




Mary Clark 

Advanstar Marketing Services 
800-822-6678 ♦ Fax:541-686-5731 
859 Willamette St. 
Eugene, OR 97401-6806 
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Order Toil-Free (US& Canada)- 

800-220-22 

Information & Orders: 

212-633-22 



Customer Service: i 

12-633-6S07 ■- 

24 Hour Fax Line: *, , 

,| 2-633-771 7 \ 

E-Mail: t 

tristate@nyct.net t 



Se Habla Esparto f 
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Desktop Video • Hardware * Software • Drives « Boards * Monitors • Printers 



AMIGA 

Software 

AsimCOFS 58.36 

Zip/Jaz Tools ...36.95 

Page Stream 3.1 ._ 224.95 

Cross Mac 66.95 

Termilo 42 95 

AMI TCP/IP 4.1 99.95 

Image F.'X 2 b . 220.00 

Epson Stylus Drive- .34.95 

Directory Opjs 5.0 CALL 

Crass Dos Pro 60. 39 95 

G.P. Fa* 6?.95 

Word's Worth _ CALL 

Mastering ISO 139.95 

Studio Printer 2.1 9495 

Quarterback 47 95 

Quarterback Tools 1/95 

TormiteTCP.. SS95 

i-6rowse 42 95 

Peripherals & 
Hardware 

Cyber Vision 64 3D 4mb 28500 

Cyber Storm Power PC .CALL 

Mega Mouse 26.95 

Armrac , 64 95 

QKB Mega Chip 198.95 

DKB Spit Fire SCSI .89,95 

A-520 Video Adapter 29.95 

Power Supply for ail Amigas CALL 

All Custom Amiga Chips CALL 

Cyber Storm MK-II 679.95 

Keyboard for A-20OQ,'3OO0/40OO 69.95 

High Density Floppies 

Internal/External 99 95/1 29.95 




Panasonic S-17 ; 525.00 

SDEK MF 9017E... 649.95 

Sony CPD 220VS 839.95 

Toshiba Timrn CALL 

Amiga Tech 1438-S 389.95 

Amiga Tech 1764-S... CALL 



Digita/VJdeo 



_U* 



.i. 



Panasonic AG EZ1 2699,95 

Panasonic PV-BV710 ,1859.95 

JVC GR QV1 129995 

JVCGR0VM1 , , 1673,90 

soisr-i?: 



OSH-200 

Digital 

Camcorder 





FREE! Bonus CD vr/System ftrcbese 

includes: Games, Utilities. Fonts, 

Toaster FXs 1133.95 value) 

Basic 

• Amiga 4000 I 

'040 25 into • ISmtjRAM 

•21 gig HD • Wx CO-ROM 

• Toaster 4000 Version 4.2 

'Amiga Tech 1438 S Monitor 



Intermediate 

'Amiga 4000 -T 
•04O4Ombi •22mbRAM 

• 2.1 gig HO >6x CD-ROM 

• Toaster 4000 Version 4.2 
•Amiga Tech 1438-S Monitor 



Advanced 

•Amiga 4000T 
•060 50 mill •Stmbttam 

• 4.3 gig HD • 16x CD-ROM 
• Toaster 4000 Version 4.2 

•20' Toshiba Tuniti Monitor 



Video Toaster/Flyer 



are 

AV8R * 233,95 

AV8R Pro + CALL 

Render FX _ CALL 

FlyFX CALL 

Co-Pilot Audio... 82.95 

Co-Pilot Video 82 95 

Composite Studio Pro 129.95 

Wipe Studio . 12995 

Alpha Paint .339 95 

Wave Maker 13995 

Contra! Tower 134.95 

Navigate- 82.95 

Audio Thunder In-Stock 

Pro Mix CALL 

Hardware 

Little Magic Box 729.95 

Calibar 319.95 

Y/Ct 792,95 

Y/Ct Toaster Calibrator 149.95 

Drive-In Case 389.95 

Octpuss Cable 93,95 

Drivo-ln A/V Pro CAIL 

Sync Strainer 46,95 



Free Trial Issue at 'CLUB TOASTCR" 

Basic 

' Video Flyer Version 4,2 

* Drive-in Case • OcWptis Cable 

• 2— 4.55 gig Video HD 

• I— 2. 1 gig Audio HD 

Advanced 

• Video Flyer Version 4.2 

• Drive-in Case AV9Bay 

• 1—9. 1 Gig + 4.55 gig Video HDs 

• Oclupus Cable 

• 1—2. 1 gig Audio HD 



Professional 

• Video Flyer Version 4.2 

• Drive-in Case AV9 Bey 
• 2—3. 1 gig Video HD 
•I— 2. 1 gig Audio HD 

• Ocnipus Cable 



aCwvost Gmtwrtmtfprmsfff 



i i 'I •iiiV-'M 
CD ROM's, 
Optical's & Drives 

Iomega Jazz 2 gig Int/Ext CALL 

Iomega Zip/Jazz Cartridges .....CALL 

Iomega Zip Drives. 149.95 

Quantum 3.1 gig SCSI 309.95 

Seagate Elite 23 gig CALL 

Exa-Byto 8700 LT 7-14 gig 719.95 

3-1/2 & 5-1/4 HD Cases 89.95 

■:.»!■>-.. ■■■'-■. J 

Matrox Millenium H / 4mb 173.95 

Audio Tnx Pro 223.35 

Adaptec 2940 UW 269.95 

Oxygen ID2 609.95 

Oxygen 202 CALL 

Ordr. Trackball... 62.95 

Fire GL IDOOTmb CALL 

Wireless Keyboard 129.95 



Animation/Video Systems 



Into! Pentium 16Bmtnt MMX 

SlMCttte 22mt}Ram 

Wm-'GwtrmrVH ?5g>gHD 

HxCfMl&B- 1 44mo Repay 

ATI VkJsb Card 2r,b EOQ $fl !§ he Aj3to 

Kayboar* Mease 7S7lV5p?.'t»v Win 95 



9S? 



Intel Pentium SQQmhx MMX 

SIX Cache 64nt6ftjm 

AKMti-TirwtrmWPS 4 I ptg HD 

16* CD-Bom . 1 44rtio Floppy 

ATI Vutov Cirsi 2mb SEHam SB to to Audio 

v.-,; "■___-. :;:■.'.:■■,-.-■ ■ •■-. ■ ■■..■- 



'tr??? 1 



Intel Pentium It 233mhz 
30 OW PB 

SMCtcha MmhRam ATXFhit+Tawat 

t.4 gig HO £fcr CD-Horn i.Umb Floaty 

MtBVM MtVeva fa* SB (6 Wr Awba 

KnyOcfTi) Mm* S*6W Sptrttjrs WrtrYT* 



l,i , , ■ 

World Construction Set 539.95 

ScalaMM200 219 95 

Painter 5,0 274,95 

8ryce!.0 174,35 

After Effects 62995 

Digital Fusion 1595.00 

8orrtsFX3C . .319.95 

Director 6.0 CALL 

Pixel 3D 62.95 

Photoshop 4 568.95 

Mesh Paint 324.95 

Animator Stiidio Pru .43955 

Sound Forge 43 .291.95 

De-BlabelizerPrn CALL 

Poser 2.0 129.95 

DM 

SPARK 



DSR-30 DiBitril 
VideocnssBfte HpcaMfp 



JVC 

GR-DV1 

World ■ SmillDSI | 
& Lighten Digital 

Vide,a Camira 

pymrffir-P72Prr«WT 




C ^f< 



Also Av. 


liable.... 


Intel Pentium 233mitM 
Con figura tion 


266-300 Syste 
Processo 


ms and Dual 1 
Options 


Cmti tor 


Pricing 




Direct DV Editing 

Jusl iflMUItfe DPS Spark FireWirif ttftpOV 1.1 fO# 
PC <tr Povnr MAC piugin your OV camccniar ana 
if j rr tdrntg wtfi the full «i-j,p,. o' Ascbt Pnmiare. 
it's frit toy AtlaV Jrflu UnitH aOitng ytsur program. 
jasttfweamn\* DVtlsa bade onrlha FtteWxebi 
jouf ctmtontef, jsrtss^wg cont/rlete *iiio ami 
suchs /"utt'ify iictt DVcerpyiS * pertact ch/vj ot 
the cnt3m&! footaQe. 
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Ntwl Lightwave 5.5 CALL 

New! Lightwave 5.5 Upgrade CALL 

Plug-Ins & Add-Ons 

logo Wizard 169.95 

Macro Form Intel. 23435 

Surface Effecto: 84.95 

Puppet Master. .289.95 

Scene Machine 179.95 

WavcNet Pro 309.95 

Lock& Key ...149,95 

Zipper , CALL 

Impact 294.95 

Image Magic CALL 

Con Motion CALL 

Alphu/PoweiFA&e versions available, 
call tor pricing. 



3-D Objtects 



Corporate Backgrounds 109.95 

Camelot Collection 149,35 

Plaid Companion. 4.9.95 

Reel Fire CALL 

Reel Explosion CALL 

Snap Maps I S II each 119.95 

Solar System Kit 89.95 

Surface Pro CD .68.95 

Davrd's House CALL 

Ultimate 3D Objects (29.95 

Accuris: 18 Perfect People 229.95 

LightromfS 28.95 

Light Rom #4 41.95 

D.E.M.Rom CALL 

Multi-Media Backdrops 39.95 

Interior Dosign CD 134.95 

DIGITAL 

Processing Systems 




DPStbc IV 794.95 

DPS V-Scope 769.95 

OPS Remote 232.95 

DPS Perception 1539.95 

OPS Perception winze Capture. ..CALL 

DPSA4V 1199.95 

DPS Live Capture 824.35 

OPS F/X Card 82500 

DPS Spa.-k CALL 

DPSHollywwod CALL 
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Store & Mail Order Hours: 

Man-Thurs 9-6; Fri 9-2:30; 

Sun 10-5; Closed Sat 



.Jo Croilit Card SurchargD 

Orders Processed Within Zt Hours 
Overnight Delivery Available 



filijWjwrfoiilifWctertarffi AlkwWdayf tunjwi cfeiwct on mswal chicks Aid jft.psrflj. fondling 2nd miirmi ch&fftt (nari--r£fjr'.i3tte! ^mhtr\6i$Btittsatitp<}m^f. ' 15 itsys it found tiitectitt. listuttysnivstkiwaiitirauBton/ihaiiatitiuKtiiiit 

■motet toft. oiTOirtat packing and htininriiranty card Fervour aro'nc'w .allcreMavtenlartare fawahr w>W- faces sufaci u> ?jb$ws pffcmil US mtrvfrmiy MMt^tSoaai NY.S raitfvrti Idtf uiii lax Not ratpoattoh for qpOFiphtcal wort Amxtrt i$ tot Muttttfott purpose* onty 



Circle #22S 



atL. 



RldARD NATIKI — "Sfey Castle" 

Software: iighfc 30 5.D 

Description: This image was only die second image that ! created with 



!. tt delicts a stone fortress floatirg in the air abate a tranquil 
sea with snow-capped mountains in the background. Displacement map- 
ping was used to model both the castle in tlie foreground and the rr.aun- 
tains in Hie background. 

email: aspiring3D@aoi.coor 




KOnAMI-'THecp" 

Software: Lignite 3D 5.3 and Photoshop 4.6 

Description: This is a personal animation work io progiess of a lallen-in 
Keep, which will eventually be the lair nf a rather nasty dragon. 

email: arntallis@piloljsu.odu 




STFPHANE BEUH "The Box" 

Sollvuaie: lighlV/ave 3D 5.0 

Description: The goal here was to give the atmosphere ol a kid's roorrt. I ink most of 
the impact is given by the lighting and the cast shadow of the bed. 

email: shelin@prBssimage.fr 

lAYWBTON-TigerTonta" 

Software: LghtlVave 3D 5.0 

Description: WWII ligErlanks on patrol. All objects and textures were created by 
me; total number ol polygons is ]J,8H 

email: weslonjj@ligbt.iiuetnel.au 

phone: 61.8.8338.5664 




nnm-ikiifctf 

Software: LightWave 3D 5J 

Description: ( marte the raeriEl to tho exact specs in 
my own textures, bump maps, and background. 

email: tyol3ryn@coacentric.ne! 

Phone: ()I5| 983-4613 



SUBMISSION 
INFORMATION: 



i vou bsve an image you 
would like considered tot 
publication in hwhkiqws 
magazine, sane it as a TIF 
or JPG file and mail it to: 



(lenders bunmission 
103BW. Harvard Blvd. 
floseburg, OR 97470. 

You may also email it to 
jtraty@irtain.rosenet.net, 

Hmhknitim only 
publishes images that have 
not appeared in any other 
publications or oo the 
World Wide Web. 

Be sore to include your 
name, phone number, 
and a description of the 
image when submitting it. 



WINNING 
IMAGE 

in the 
"Five-Minute UFO" 

Contest 

Goto 

mw.stadloyhwns.com/ 

newtekniques 

and select "Contests" to see 

the runner-up winners and 

i on new contests. 
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CANDID OPINIONS ON THE LATEST PRODUCTS AND PLUG-INS 



Goffer 



BY DAVETHOMAS 



Gaffer is a plug-in designed to give you more control over the look of 
Lightwave 3D images. It grants the user new power over certain shading 
parameters, allowing better control to create photo-realistic 3D images. 
The plug-in comes with a short manual that is a bit different than the usual manual. 
Instead of covering the program's controls, it discusses the various features, what 
they do, and why you would want to use them. 



Gaffer is assigned on a surface 
basis, which makes it easy to have 
complete control over the look of an 
object. Bringing up the main display 
window reveals a wealth of controls 
The interface may seem over- 
whelming at first, but the program 
is not hard to use, once you under- 
stand what all the controls do. A 
sample sphere at the bottom of the 
display previews the look you are 
assigning to the surface. 

It is possible to load and save 
Gaffer settings, which is really 
handy when you want to apply a 
similar look to a number of surfaces. 
It is also possible to animate any 
parameter that has an "A" button 
next to it, through the use of an ani- 
mated Null object. 

So what can you control with 
Gaffer? First up is more lighting con- 
trol. You can exclude lights from sur- 
faces, or even subtract light from a 
surface- The plug-in also offers con- 
trol over light (alloff. which can be 
used to simulate the way light falls 
off in the real world (something 
LightWave doesn't do). It's possible to 
assign these parameters to groups of 
lights for easier control. This feature 
alone makes the program very useful. 

Gaffer gives you more control over 
the Specularity of surfaces, Instead of 
just a percentage of Speculanty in the 
standard LW surface, you can have 
Primary, Secondary, and Tertiary 



specular reflections, each with its 
own parameters. 

It is possible to control the color, 
glossiness, and sharpness of the 
reflection, as well as the angle. Using 
angle of reflection parameters lets 
you add Fresnel reflections to your 
surfaces. Fresnel reflections are not 
as strong when viewed fiom an angle 
as they are head on, and really add to 
the realistic look of a scene. It's also 
possible to use Anisotropic reflec- 
tions, which are useful in accurately 
simulating the look of surfaces like 
brushed metal or fur 

Gaffer gives you additional control 
over diffusion. By using its diffuse 
roughness setting, you can get better 
looking rough surfaces, like rock or 
sandpaper. The Diffuse Transmission 
setting can control the look of thin 
materials that will let strong light 
show through them, such as paper or 
a bat creature's wings. These are 
veiy handy controls. 

Another tool that adds realism to 
your images is Area Light Soft 
Shadows. Tnese shadows are much 
more realistic looking, and look bet- 
ter than either LightWave 3D"s iay 
traced or shadow-mapped shadows. 
There is a rendering penalty 
involved, because these shadows 
use ray tracing to accurately detei- 
mine the look of the shadows. There 
is user control over the quality level 
involved, so you can experiment to 



find the best settings for your work. 

The package comes with another 
plug-in called Bloom, This plug-in 
lets you create all sorts of interest- 
ing glow, halo, and blur effects. It is 
applied in the Effects panel, and 
works on the entire image. By 
boosting or cutting the various val- 
ues, you can give an object "hot 
spots." You have control over the 
Red, Green, and Blue channels, as 
well as radius, intensity, and other 
parameters. All of these parameters 
can be animated, I found it most 
useful for adding glows to images 
that would be very difficult to cre- 
ate with Lightwave's standard 
tools. 

So. is Gaffer for everyone? 
Probably not Hobbyist 01 casual 
users of LightWave 3D probably 
would be overwhelmed with all of 
the choices the program provides. H 
you don't have a decent back- 
ground in real-world lighting and/or 
a good understanding of how 
Lightwave's lighting works, you 
might find yourself confused by the 
control the program provides. 

If, however, you want more con- 
trol in that eternal quest for the per- 
fect CG image, then Gaffer is lor 
you. It is not hard to use, but takes 
some time to master. With its power, 
you will be able to achieve image 
quality that was not available previ- 
ously in LightWave 3D. 



LIGHTWAVE 3D TOOLS 

Gaffer 
LightWave 3D 5,5 

FLYER AND 
TOASTER TOOLS 

RenderFX 2.0 

Calibar 

SEE MORE HEMS ONLINE! 

Visit the NewMniques Wet site at 
wAViSturjiDvisions canvnewtekniquBS 
and select "Reviews" for a look at the 

Digital FX Collection CD-ROM by Hon 
Thornton and the Camelol Collection by 
Replica Technology. 




Using the Gaffer and Bloom plug-ins. 
you have better surface and lighting 
control for increased photo-realism 



A plug-in that adds improved 

lighting, shading, and surface 
parameter control to 



CONTACT 
INFORMATION 



Gaffer 
Worley tahs 

SI 95 Unlel). S295 ( 



iimw.WDrley.cam 

mail: 

405 El Camino Real 

Ste.121 

Menla Park. CAMZ5 
(415)122-7532 

Circle Number 101 
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lightwave )D » 



BY 

JOECLASEIi 



The much anticipated upgrade to Lightwave 3D 5.0 starts with a full interface-lift. The 
new interface has a look and feel more consistent with other high-end 3D packages 
and should help quiet the complaints that Lightwave just doesn't look like a profes- 
sional program. Of course, there's more to a good interface than beveled boxes and tasteful 
fonts. Lightwave 3D 5.5 includes a variety of highly useful new features and options, includ- 
ing modal windows that "float" and can be moved about the screen, and a Lightwave 
Appearance panel that enables you to customize Layout color settings. 



You might find yourself initially missing the 
location of some of youi tools, but the new 
Layout is generally well-thought-out The new 
layout preview controls and Perspective View 
controls are a pleasure to use. The new Render 
panel takes a little getting used to (don't forget 
to hit that Auto FYame Advance button), but 
new features like the Motion Panel's dynamic 
update capability more than make up for a few 
rearranged buttons. Perhaps with the coming of 
Windows NT 5.0 and dual monitor support, the 
ability to modify a motion graph while instantly 
seeing the results in OpenGL with dynamic 
updates will be appreciated. The programmers 
wisely give you the option of turning off the 
dynamic update in case larger scenes slow the 
response of the motion graph to a crawl. But 
why did they stop at modal windows? Why not 
fully resize the windows and configure your 
environment? Well, there's always 6.0. 

Modeler gets the nod here for exceptional 
achievement, enabling you to re-map your 
favorite hot key to whatever plug-in or tool 
you choose. At last, your drag tool can be the 
letter "d" or any other key combination you 
choose. Modeler also enables you to select 
and load multiple object files while Layout 
still does not. 

There are some wonderful new tools includ- 
ing "Knife" and "Dragnet' and "Pen" that 
you'll find yourself using constantly. The visu- 
al assists for the deforming tools are another 
stroke of genius. Small pointers now guide you 
while deforming your object. 

With the use of nulls, you can finally shear, 
bend, twist, vortex, or pole distort an object in 
real time with the new deformer plug-ins. Now 
you can see textures in OpenGL. You can even 
use null objects to place your textures visually 



and animate them in real time on your 
OpenGL preview. Of course, the need 
for UV texture mapping is still on the 
top of the wish list for all the 3D game 
builders and others. 

Now for the really exciting stuff. 
Two words: Gizmo and Steamer. These 
additions give LightWave a powerful 
character animation tool and a power- 
ful particle and volumetric engine 
thanks to the addition of Particle 
Storm Lite when used in conjunction 
with Steamer Gizmo is. of course, the 
incredible plug -in that allows you to create a 
variety of morph targets and easily apply them 
where you want at whatever amount you 
want rather than set up a messy string of 
morph envelopes. While it's indispensable for 
lip syncing, its usefulness has barely begun to 
be realized. Of course, every rose has its 
thorns. For a tool designed primarily for lip 
sync, Grzmo is sorely lacking in sound support- 
Steamer brings to LightWave true volumet- 
ric lights, particles, and fog. The results can be 
absolutely stunning, though it requires some 
serious horsepower to fully take advantage of 
the plug-in. The Skytracer plug-in also allows 
some interesting experiments into viitual 
scene creation, but is not a reliable terra-form- 
ing system yet. Hopefully, more robust ver- 
sions of both are in the works, as there is enor- 
mous potential here 

So is LightWave 3D 5.5 worth the price of an 
upgrade? Absolutely. Morph Gizmo or Steamer 
alone make the upgrade price a bargain. 
Factor in all the other new features plus a new 
interface and this upgrade becomes a must- 
have. If this is just a .5 leap forward, I can 
hardly wait for the next version. 



An improved user 
interface makes this 

upgrade of LightWave 3D 
a more proiessiona! 
program, while new 

plug-ins add excitement. 




CONTACT 

INFORMATION 



UghtWara 3D 5.5 

Newtek, Inc. 

$1,935 (Alpha, Intel) 
$495 (upgrade lion 5.0) 
SB95 (upgrade Irani ID) 

$2,095 (SGI, Sun) 

$995 (SGI upgrade Irom 5.0) 

Web: imvv.newlek.com 

mail: 

12DDIH-10Wesl.Sli.90D 
San Anlnnio, IK 78230 
(210)370-9100 

(800) 843-8934 

Circle Number 102 



The new LightWave 
3D 5.5 interface is 
easier to navigate and 
better organized. 
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BY FRED BERNEY 



Rendering 

in the Flyer al improved 

speeds and with better 

auxiliary tools. 



RenderFX 2.0 



■ found RenderFX 2.0 to be a program that no Flyer owner should be 
without. But before worrying about the word Render, let me put your 
mind at ease. We are not talking about hours of Lightwave 3D ren- 
dering. With a quicker rendering mechanism, it is quite the opposite. 




The RenderFX 

interface is integrated 

into the Flyer itself so 

you have nothing new 

to team 



CONTACT 
INFORMATION 



RenderFX 
ProWave 

S12S.95 



prDwavB@aol.com 

phone: 
(205) B30-Z767 



Circle Number 103 



One of the Flyer's greatest 
assets — and problems — is its 
capability for real-time 
effects. It's an asset because 
it's in real time, but it's a 
problem in that some effects 
are so memory-intensive that 
they won't run within a pro- 
ject Luckily, this is one of the 
problems RenderFX solves. 
You start by placing an effect between two 
video clips in a project. From the Flyer's Tools 
menu, you select RenderFX and follow the on- 
screen directions. The program does the rest. 
You can render a single effect or a whole series 
of effects. The point is, you do all this within 
the normal Flyer interface. There's nothing 
new to learn. 

RenderFX renders at the rate of 30 frames 
per minute. A one-second effect is ready to 
play in just one minute. Upon completion, the 
program automatically replaces the effect 
crouton in your project with the newly created 
rendered crouton. Nothing could be easier. The 
program also has the capability to insert audio 
from the clips that surround the effect so you 
do not end up with a split edit. 

Let's say you want two effects, one right on 
top of the other. How about a flying trajectory 
effect mixed with a dissolve? Place the trajec- 
tory effect into the project, render it, and then 
place a dissolve effnr.-t right after the tendered 
effect. Since the rendered effect is now a video 
clip, the dissolve works and the end result is 
three images appearing on the screen at the 
same time. It also can render effects in reverse! 



RenderFX is made up of different programs 
that all appear on the Tools menu. Besides 
RenderFX, they include KeyFX, OverlayFX, 
and EnvelopeFX. 

KeyFX allows you to render CG keys onto 
your Flyer clips. You control the fade time and 
placement. OverlayFX allows you to take any 
overlay and merge it with a Flyer clip. It opens 
up a whole new way of editing never before 
possible on the Flyer. 

I found the best part of RenderFX to be 
EnvelopeFX. This allows you to control the 
length and movement of an effect. You control 
how far the dissolve between clips occurs and 
how long you want to hold a dissolve in place. 
You can even do 50/50 fades! EnvelopeFX also 
lets you do a split screen right inside a project. 
If the two clips are on different drives, you can 
press a "realtime" button and watch the two 
clips play simultaneously in real time. 

Another new feature of RenderFX 2.0 is the 
"UndoFX" command. By highlighting any RFX 
clip, you can put back the original transition 
and the edit points, make a change, and ren- 
der it out again. At first glance this may look 
like a simple little program, but as you start to 
use it, you will realize that it is one of the most 
powerful tools you can own. 

RenderFX 2.0 is so powerful that I can safely 
say that if you own a Flyer you need RenderFX. 
Best of all, the upgrade is free to registered 1.0 
users! The small amount of money spent on 
RenderFX 2.0 for those who don't yet own it is 
actually an investment. It will more than pay for 
itself in one or two projects with the time and 
energy you will save. 
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BY JIM DAVIS 

NewTek's NTSC 

test signal generator 

produces 24 different test 

signals, including 

SMFTE Bars. Blackburel. anrf 

NTSC7 Composite. 




CONTACT 
INFORMATION 



Calibar 
NewTek. Inc. 

sm 

Wefa: www.newtek.com 

mail: 

B20D 1H-TD West, Ste. 90D 

San Antonin. TX 78Z3D 

(710)370-1000 

(B00I 043-0334 

Circle Number 104 



Calibar 




Calibar is the first of NewTek's 
new line of miniature video 
test products. The unit, the 
size of a ball point pen, is an NTSC test 

signal generator that produces 24 standard test signals. Calibar can be used 
for calibrating video monitors, VCRs, TBCs, and other video gear used in the 
typical video system. Included with Calibar is an AC adapter, three BNC 
adapters (BNC to BNC, BNC to RCA male, and BNC to RCA female), and 
some Calibar glasses. The Calibar glasses use blue gel filters to calibrate 
monitors without a blue-only function. More on that later. 



One of two ways Calibar can be powered is 
with the provided AC adapter. This allows stu- 
dios to use it continuously as a house sync gen- 
erator via the blackburst signal. It also can be 
powered using a standard six-volt photo bat- 
tery in the field. NewTek recommends the use 
of lithium batteries with the Calibar but an 
alkaline battery will work as well. Battery life is 
about two hours of continuous use. Calibar will 
automatically detect a low battery condition 
and shut off Batteries compatible with Calibar 
include Radio Shack #23-266, Energizer 
#A544, and Duracell #PX28A. 

I found operating Calibar to be easy. Double- 
clicking the small red button turns the unit on. 
The first test pattern displayed is SMFTE 
BARS. You can cycle through the test patterns 
by clicking the button. When you are done 
using Calibar, holding the button down (instead 
of clicking) will turn it off, Calibars output is 
extremely accurate with a 16-bit resolution to a 
standard BNC connector. It looked great on my 
Scope, The output level is the standard one-volt 
into a 75ohm load. 

Here is a small sample of the 24 test pat- 
terns and some possible uses for them: 
• SMFTE BARS— A multipurpose video test 
signal used to adjust video monitors and 
check system performance. This signal is 
perfect for doing a Toaster AutoHue and Flyer 
Calibrate. You also can use it to set the chro- 
ma level, chroma phase (hue), brightness, 
and contrast of your monitors. If your monitor 
does not have a blue-only function, you can 



use the supplied blue gel glasses to set the 
chroma level and chroma phase controls. 
Calibar's manual includes a detailed proce- 
dure for setting monitor controls. 

• MULTIBURST FCC— Used to test the fre- 
quency response of your system at specific 
frequencies. The burst frequencies are 
.5MHz, 1.0MHz, 3.0MHz, 3.38MHz (the 
video sub-carrier), and 4,2MHz, 

■ MODULATED RAMP— Used to measure 
differential gain and phase. 

• BLACKBURST 7.5 IRE— Reference Black 
Level that can be used as house sync. 

• 5MHz SWEEP WITH MARKERS— Used to 
measure frequency response. Markers at 
1MHz, 2MHz, 3MHz, 4 MHz, and 5MHz . You 
can use this to measure how many TV lines 
of resolution your system is good for. These 
markers provide reference points for checking 
level deviation in the video pathband. 

• BLACKBURST IRE— Reference black level 

• NTSC7 COMPOSITE— This signal consists 
of a 100 IRE bar; a 2T sine-squared pulse; a 
12. 5T modulated sine squared pulse; and a 
90 IRE five-step staircase modulated with a 
+/- 20 IRE subcarrier. 

Calibar is a great piece of test equipment. 
Its output looked as good as signal generators 
costing 10 times its S349 price. If you need an 
inexpensive signal generator to use as your 
house sync or as an NTSC signal source in the 
field, I highly recommend Calibar. 
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Con-Motion 2.0 ^v*—* 

(on-Motlon 2.0. h^ United iV; 
Magnetic Video, is a second generation advanced character 
animation program. Con-Motion 2.1 exchanges information 

with LighlWaire 30 in real lime and contains a newly designed riser- 
friendly interlace tailored to overall looclionalily. It also includes a 
time line in the Projects Editor to give you total cootro! over tire 
desired animalinn ol your character. At any time daring the pioject's 
creation, you can see the outcome olthe animation in lighlfa 

You can assign to a groop position a value lor tension, bias, and con- 
tinuity. Con-Motion mil aolomalically apply these valoes lo each groop 
component lor that position. A special feature keeps the character 
walk cycle on the surlace without floating, sinking, or sliding. Contact 
United Magnetic Video, 736 E. Moreno Ave., Colorado Springs. CO 
, (713| S3WD15, ivww.csprings.coni/urjiv. 

Circle Number 10S 



STRIPPER FOR 
LIGHTWAVE 3D 



tripper lor ligfitWave 31 1 




the ahility Id neatly package Eighll'/ave scene, object, image, and 
Particle Storm files iolo ooe Zip file, vihile keeping the directories 

intact. With a few mouse clicks, il can clean up old animation liles 
off your hard drive, list prices are $175 for Intel aod Mac; S?75 lor 
DEC Alpha. Contact Dynamic Realities, 1900-A Pewaukee RrJ.. 
53188, (801)1 944-55Z0, WM.dynamic-realities.cam. 
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GenesisVFX P; 



iositron Publishing, Inc. 
introduced GenesisVFX, a 
high-end visual effects plug- 
rn for LlghtWave 3D. With GenesisVFX, users can cre- 
ate a multitude of effects, including outer space 
effects, tens flares, lightning, sparkles, glows, heat dis- 
tortions, smoke, gas clouds, color, and even psychedel- 
ic images. The same package can be used to add sub- 
tle nuances to images. 

GenesisVFX has the power to perform effects for 
movies, TV shows, commercials, games, and Web 
page development. Its rendering engine is based on 
algorithms not in use by any other package, strength- 
ening the result of the effects. The program can be 
used in artistic avenues as diverse as architecture, fine 
art, commercial art, and graphic design. The result may 
be text with lightning surrounding it, a glowing logo, 
or even a funky T-shirt design. For users on a deadline, 
Genesis ships with hundreds of pre-built effects. 
Existing effects can be modified to meet a user's spe- 
cific needs. The list price is $419.95. Contact Positron, 
Inc., 2605 S. 1 56th Cir., Omaha, NE 681 30, (800) 365- 
1002, www.3dgraphics.com. 
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NEW LIGHTWAVE 
PRODUCTS 

Con-Motion 2.0 

Stripper 

RealiTools 

GenesisVFX 

WotlrJ Construction 
Set Version 3 

NEW 

TOASTER/FLYER 

PRODUCTS 

VisualFX for ImageFX 

MegFX 

Snapshot 




Fromlhe company that brought 
you Particle Storm sod 
IMPAC1 comes fltalilools, a 
set el 14 utilities lor Lightwave 
3D. Some ol Ihe tools included in 
this new Dynamic Realities plug-in 
are: Sol! Reflections sbader, an 
advanced lighting engine, a 
Fresnel Shatter, Video tines and 
Video Noise, layout Distance, and 
Comic Stiader. Contact Dynamic 
Realities. 1900-A Pa.vairkea Pi. 
Waukesha, IV! 53i 08, (000) 944- 
5520, ffl™.dyoainic-realilies.com. 
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World Construction Set 

Version? 



A uestar I 

I Construction Set toon 3 (WCSV3). Willi 
^J an exclusive new Ferraffectoi technology, 
WES 113 can apply 3 variety ol effects to create 
lakes, roads, building sites, streams, shadows, 
glaciers, orchards, lields, dams, hills, mountains, 
arid other terrain features. 

With 17CS V3. you can animate any amount ol ter- 
rain with photorealistic results, feu can even 
import real data, iociudiog USSS OEMs, or you can 

a u 1 1 d y n u r oivn terra i o . WCS I 1 3 e o a b I a s you lo eas- 
ily add trees, 3D evolving clouds, waves, reflet- 
tiros, breakers, sod beaches, 

WGS 113 can read and write Lightwave 3D scenes 
and includes a 30 compositing plug-in. This lets 
you integrate EightWave objects within your WCS 
environment fertile best ol bulb worlds. 

Extensive interface enhancements male i'iCS V3 
(aster and easier. Included with the program's is 
WCScript, a sciipluig language liiat supports 
Arclnlo and ArcVtew lor photorealistic visualiza- 
tool CIS data. WCSl'3 is available on Intel, DEE 
Alpha, and PowerMac for a list price ol $940. An 
Amiga version is scheduled to ship in the first 
quarter ol 1338 fir the same price. Contact 
Oueslar Preductions, 1053 Weld County Dd. Jo. 
23.5, Brighten, [0 D06D1, (303} BB9-4Q2B. 
www.QueslarPnduclions.com. 
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TOASTER / FLYER PRODUCTS 








MegFX 



VISUALFX 
FOR IMAGEFX 

Visual Inspirations has released Volumes 
3 and 4 of VisualFX for ImageFX. This 
program is designed for use by Video 
Toaster/Flyer owners. These volumes differ 
from the first two in that Volumes 1 and 2 
are Transition effects, whereas Volumes 3 
and 4 are Templates. 

Some of the effects that are included in 
Volumes 3 & 4 are: Multi-Layer Composite 
{unlimited amount of layers with fade in and 
out options), Alpha Channel Composites, 
Scrolling Backgrounds, Chroma Key, Moving 
Brushes, RainDrops, Burning Screen, CG 
Bullet Build, Blue and Green Multi- 
Composites, Rack and Focus, Camera 
Zoom, Magnifying Glass, Scrolling, 
LetterBox, and Split Screen Composites. 
Each volume retails for $199.95. Contact 
Visual Inspirations, 809 W. Hollywood, 
Tampa, FL 33604, (813) 935-6410, 
www.vionline.com. 
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MegageM has released MegFX, a collection ol real-lime video 
layering effects (layerfX) and split-screen effects (SplilFX) 
fertile Video foasler/flyer. 

MegFX includes 13 EayerFX, which permit instant layering of Flyer 
video clips and other video material, and 70 SplilFX for a variety of 
video split screens, EayerFX inclutfes varying degrees ol layer mix 
percentages and SplilFX includes different shapes and durations of 
split screens. These new video mixing effects work directly in flyer 
projects to provide new types of video mixing and splitting of two 
Flyer clips playing simultaneously. 

MegFX is available now, priced at S4S.95. Contact MegageM, 1903 
Adria Ave., Santa Maria, CA 33454, (805) 349-1104. 
www.megagem.com/videDgems.hloil. 

Circle Number 1 15 

Snapshot 

DVS Direct announces Snapshot for 
NewTek's Video Toaster/Flyer system. 
Snapshot automates the task of grab- 
bing still photos to Toaster Framestores or 
Flyer stills and includes a GPI foot control. It 
is perfectly suited for the wedding and 
event producer needing to digitize large 
numbers of photographs quickly and easily. 
The foot controller enables you to keep 
your hands free to operate the camera and 
handle the photos. You don't need to 
touch the keyboard or mouse until you're 
done with the digitizing process. Snapshot 
automatically names the stills or frame- 
stores in the order they are grabbed. This 
enables you to grab a large number of pic- 
tures in the order needed and then move 
them quickly into a project. Snapshot 
requires Toaster software 4.1 or higher and 
costs $69.95. It can be ordered direct by 
calling (800) 379-7267. Contact DVS 
Direct Customer Service, 69 Beaver Dr., 
DuBois, PA 15801, (814) 371-5640, 
www.dvdirect.com. 

Circle Number 116 
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ASSEMBLED BY 
GEDFFREY WILLIAMS 

All sites were active althe time 
of this uvritsng, hut sites come and go 

with great frequency. 

Check out the Suri Report Web site 

for direct links and updates lor all of 

these areas. If you know a Web site 

that you think should be included in 

the Surf Report, please email the URL 

to chp@cris.coro. 

NEWTEK: 

mvw.newl8k.com 

[his is the place to go for the latest Hewlefc 

news. LiglitWave 3D t Jtarials. updates. 

and oilier useful ml 



SURF REPORT ONLINE: 

mvw.cris.com.'~cbp/surljeporl.htm 

You might nol want to lype in tee sites, so 

j u m p on over to nvf list to access these sites 

online and use it to point and slick to sites you 

want to explore. 

NEWTEKNIQUES: 

mvw.sludiovisions.com/fiewtekniquES 

litis is Joe Tracy's Urnkkiijiis: Weh site that 

contains news, information, updates, contests, 

anrJ behind-the-scenes internalise pertinent to 

fa/etopw readers. 



rec.vidso. desktop, toaster 
com p. graphics appslighf.vave 
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lighiWave Mailing List: Join b| emaJling 
lislsenr@lisl5eiY.rcaragnE.edu and itr the tody of 
ihB Hiessagetype SUBSCHIBt L1GHIWAVE. 

Toaster/Flyer Mailing List Join fry emailing 
listserv@lislserv.rE.ariiOBa.edu and in the body of 
ttie message type SUBSCRIBE TDASTEH_ 

Ci'ir/riiT'iiaii'Miia* 

Studio Visions: wmv.studiovisions.com 
More than just the done ol tie Newlekiiqw page, 
this Site also offers an Amiga Updates news seclion em 
Ihe fyirMaslety fiwfe which gives you info on Joe 
Tracy's new hook as well as sample lips and excerpts. 

WaveRider: nmvvvm.comi-- lam 1 
InclurJos a number ollulsrialsol interest la 
faasler/flyer users, a list ol lellow flyer owners, and 
information on camcorders and shooting video. 
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ING's LighiWave Home Page: 
www.mztng.crjm/lwindex.htm 
Ibis site has a huge collection ol LighiWave 30 
links put together hy Mrasha Zafrany. It is well orga- 
nized under the categories ol Relaled Software, 
Magazines 6 Books, Courses, Info b tutorials. 
Plallorrn Support, Galleries, Contests, and many 
other topics. One ol lire most detailed and informa- 
tive LighiWave link sites I have seen. 



Moshe 

Zafrany's TNG 

LighiWave 

Home Page 

contains a 

huge 

collection of 

LightWave 3D- 

related links. 




The Unofficial SGI Resource Guide: 
2D6.162.42.250/falchion/sgi/sgi.hlml 

This is a site for the Irix LightWave 3D community, 
with news and technical inlotmalicn thai make it the 
best resource fnr lightWave SGI users. 

* ' — il.".!... 1 «^.a 

aiiS.j^i.a.li,.. .^^^^.^ 

One ol Ihe most useful lltings on the tnlemel fnr 
LighiWave 3D users is the many fioely downloadable 
LighiWave plug-ins that dramatically expand Ihe power 
ol lighiWave. This was always the plan with the !l ewfek 
designers, that LighiWave would continually gtow and 
expand with the ctealive developnenis by the many 
third-party developers. N ol only are there many corrtmei- 
cial plug-ins. hoi thanks to Ihe generosity ol countless 
programmers, there are also numerous plug-ins avail- 
able lhatyou can download lor Iree. Here are some of 
the latest I have lound in my Internet wanderings: 

I/RML2.D: 
www.newlefc.CDni/cool/slall/amiBAriiil2.hTml 

This comes from Ihe Hewlett sile and wil! he a very 
welcome addition to those in the know. The Virtual 
Reality Modeling language is one ol the hottest new 
lechnologiss on Ihe Internet, and this great plug-in 
makes it possible to save scenes as VRML > worlds 
directly from layout. Way cool and available for 
Windows 95/111 (DfC Alpha) and PowerMac. 

LighiWave plug-ins: 

anilieiic ariroiia.edu Iw/plugins.tilml 

this site offers a gold mine of fD plug-ins eiealed by 
Marvin Iannis fur the SGI and Amiga plalloims. His 
olleiings include Decimate (polygon reduction using 
triangle decimalion). DIM Scape, InveotorView, 
InvenlorSate. Level ol Oelail Object Replacement. 

5GI Qui cklime. and SGI Movie. Ihe site afso has IS 

ID plug-ins written by olhets. 

Giyan Ewert: WMV.cadvision.com/ewertb' 

Besides some greal information on LightWa/e C-t- + 
classes, Bryan's site has several plug-ins, including 
the Ireeware Angle Between Points, Rounding Bni-, 
Curve To Motion, Distance Between Points. Squash ft 
Sltelch, Spheric, and laut. On the sile you'll also 
firil tv/n shareware plug-ins; Inad lion Scene and 
BSvP Ihe site also has writings of interest lo Amigans. 



Diserio Digital: 
spin.com.mi,'~chepe/main_ei]g.html 

Ibis site offers a Flaies plug-in called HareMasler lor 
Modeler to create scenes wilh Hares based on Ihe 
points position in the active layers. There are also two 
other downloadable Intel plug-ins: one to align 
selected points in any axis, and one to tonverl 
Pantane numbers lo RGB values. 

Joe Aogell Piograms Page: 
www.tmprnductioos.com/PrQgrams.htmt 

Amiga usets leel pretty lei! out these days, hot Joe 
has been coding away lo make a lew Amiga-based 
utilities. fixlWS removes the extra carriage returns 
(CHj in FC lighiWave 3D scene files, ending the prob- 
lem ol Ihe Amiga adding unprintable characters to the 
files when Ihey are ported over. 1 2lo24 lakes 1 2-itil 
images and converts Ihe color values to a ?J-bil color 
space, handy il you found a color you like in DFainl 
and want lo use it in LighiWave. 

Koizuka: 

www.ss.iij4u.or.jp/~koizuka/garakuia, hlml 

Mosl el ibis site, which is largely in Japanese, will prnb- 
ably be uiueadatle to you, hut il vou need to deal '.villi 
DirectX you will want to give il a mil Lws2x is a Win32 
console application that converts UghtWave 3D scene or 
ohjecl files to Direct 3L1 Retained Mode .X file lurmal. 
Once downloaded, there are instructions in English. 

100 lighiWave Plug-in: 

amlioi ic.arirona.edu livtiiillunil 

Objects furlber away Iram Ihe camera don'l requiie 
as much detail. Ibis plug-in hy Marvin Landis allows 
Ihe user to specify replacement objects in a scene 
based on the distance from Ihe object lolbe 
camera. It is available Inr SGI, Amiga, Intel, and 
Alpha p 



flVilJiiilUI 

Fhere has apparently been snrne rough surf lately. 
I have been unable to contact the following sites that 
weie mentioned in past issues: ihe Trading Zone, 
# lighiWave Homepage, and Imaginative Systems 

I am always on the lonknul loi new sites. If you spot 
one that you like, lei me know al cbp@cns.com. 
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DVS-Direct 1800-379-7267 



Your Direct Source for Desktop Video 



69 Beaver Dr. Suite 110 DuBois Pa 15801 
PH 814 371 5640 FAX 814 371 2033 

Utilizing State of the Art Ultra SCSI Technologies all of our Ultra SCSI Flyers Give You 

10 to 20 percent Video Recording per Drive than non Ultra SCSI systems 

More reliable operation Cooler operation Quieter operation 

HQ 5 recording across the entire Drive 

All of our Systems are equipped with Newtek Certified OEM Video Drives for Maximum performance 



ADDA 



To Your Toaster System 



Reduce the time you spend editing your videos in half by going non-linear. The Video Flyer gives you a broadcast 
quality online non-linear editing system at a price you can afford. Each system includes the Flyer board with version 
4.2 Software , two or more Newtek certified Ultra SCSI video drives, 2 GB audio drive , Octopus cable, and external 
drive case with two cooling fans for extended drive life. Each system is fully assembled, tested, and installed. Order 
today and your receive a one hour Flyer tutorial on VHS tape at no additional charge. Each System is rated by online 
HQ5 capacity 



30 Minutes Online 



$CALL 



60 Minutes Online 



$FOR 



2.5 Hours Online 



$Prices 



t* **************** * * * * ********************** * ** ***********************^ 

* Order your Flyer System today and we will include the Video Toaster Flyer Tutorial Video 



>*** 



and Joe Tracy's Flyer Mastery Guide Free ( Limited Time Offer ) 
** * * * ** ******** ****** * * * * i 






Video Toaster System 

• AMIGA 4000T 

• 50 MHZ 060 w 66 MB ram 

• 16 X SCSI CD Rom 

• 2 GB System Drive 

• Video Toaster vita &•»•>* 

• 1438 Monitor ^nKmiu 




Newtek Certified 
Video Drives 



Quantum 

C\S«ilV KIK IHh EXIKAOWIIWUV- 





You can lease your 

Toaster / Flyer 

system for low monthly 

Payments 

call fiir Details 



$CALL 



4 GB Baracudda SCALL. 

9 GB Baracudda SCALL 

Too Low to Print 



Exabyte 
Eliant820 

Only 

$1299 

Backup your Projects in Half the 
time. The Eliant 820 is twice as 
fast as the 8505 8 MM drive . 
includes 160M tape 7/14 GB 
Uncompressed /compressed 
capacity tape and Cleaning 
Cassette 



SPseagate 

23 GB Ultra SCSI 

90 Minutes 
continuous HQ 5 

$2295 


Joe Tracy's 

Flyer Mastery 

Guide 

Everything you ever wanted to 

know about the Flyer in this 

easy Id use manual 

$69 


NEW 

Snapshot 

Still Photo 

Capture System 

Call for Price 


Hardware 

Cali bar $329 

A4000 Tower $1795 

NEW A4000R Rack Mount CALL 

Cyberstorm 060 $699 

Cyberstrom SCSI2 Controller $149 

CyberVision 64 S269 

Video Toaster 4000 S CALL 

Video Fryer w/ (2) 9 GB SCALL 

10 Bay Drive Case 189 

Personal TBC IV $799 

Personal V-SCOPE $789 

Little Magic Box $799 

Y/C plus $849 

16 X SCSI CDRom $159 

Octopus Cable $99 

Monitors 

Y/C plus 13" $399 

Y/C plus 20" $599 

AT 1 438 «■ Mam* S399 

HARDDRIVES & RAM 
CALL FOR PRICES 


ASIMWARE 

Audio Thunder S69 
CD FS 3.8 $69 

Master ISO $169 

MegageM 

AVSR PRO S299 

AV8R PRO + S349 

AVSR Jog Wheel $289 

AV8R LANC $190 

AVSR RS 422 S129 


Newtek 

4.2 Upgrade CD $499 
Amiga LW 5.0 Upgrade $299 

Nova 

Image FX $229 

OZWare 

CoPilot Video $89 

CoPilot Audio $89 

Speed Zone $89 

FastFrames 2.0 $79 

Mulitcam Editor $139 


ProWave 

Render FX $125 
ProMix $89 

Visual Inspirations 

Control Tower $139 
Decision Maker $199 
Decision Maker LANC $399 
Decision Maker RS 422 $399 
IF YOU NEED SOME- 
THING NOT LISTED 
PLEASE CALL 



ZaSJ tcrcurrcru pricing Wear; IKK responsible for lypd graph tad cmm. 1 5 e a leslorki 
sid^nts add 6°-a nhJc* t&v AH v-aJTanues sutye-."[ lo manufacture* term* and conditions 
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PHOTO -VIDEO- PRO AUDIOI 







THE PROFESSIONAL'S SOURCE FOR PHOTO, 



FOR ORDERS CALL: 

800-947-9938 

212-444-5038 



OR FAX (24 hours): 

800-947-9003 

212-444-5001 



Store & Mail Order Hours: 

Sun 10-4:45 • Mon & Tues 9-6 

Wed & Thurs 9-7:15 

Fri 9-1 • Sat Closed 



On the Web: http://www.bhphotavltteo.cani 




m QuickDial 

Now. you can instantly reach a professional sales associate in our Order Department to assist you wiih your spe- 
ci'hc needs This new feature will speed you through ihe information and ordering process, making your carnmu- 
mcalions with B&H a more pleasurable experience. Simply look oyer the chart below to see the (WckDiai codas 
lor each department. Call FJ&H, ihen dial the corresponding department code al any time during aur welcome mes- 
sage, to instantly conned yoj to the department you need- 

QuickDial Options for • VIDEO • PRO-AUDIO MENU 



QuickDial 



Industrial Broadcast Equipment 
f ■::;:"-■-: L \ -—series 



72 
74 



3D Animation 



Non-Linear Edrting & Computer-based Video 731 



Pro Audio Equipment 



Used Video Equipment 



QuickDial 

a 

75 




AUTHORIZED U.S.A. DEALER 

WE CARRY A FULL LINE OF SONY 

CAMCORDERS, VCRs AND EDITING 

EQUIPMENT FOR IMMEDIATE DELIVERY. 

• All equipment complete with USA warranty and all accessories 
as supplied by Sony • Call for the best prices 



Panasonic 

AG-EZ1 

3-CCD Digital Videocassette Camcorder 



> Three CCDswilti 270.000 
optimum resolution 

' Digital letording system delivers incredible 500 lines nl hnrutnii.il resolulian 
Wd virtually nn noise. Iris signal -to-noise ratio is 54dB, an impr overrent rj! 
6-9 1 riS over conventional aralOg sysienis Tins actually represents J S-'N raiiD 
2-3 times -better ihan exisirg camcorders 

• Auti o is aiso recorded digitally using PCM (Pulse Cod* Modi-ialron] tor quali- 
ty Trial fivals CDs You can choose bet,veen two-channel 16-bit recording or two 
S«S rjf t?-bit stareo wiin trie second set reserved tor uses sucn as narration 

■ Includes a huge "I 5" 189,000 pwel color viewhrxter. Tie viewtmCer also tilts 120 
degrees vertical/ tor sh-ootinrj sublets from high or low angles 4 its prniessiOnal 
size means you don't Have to press I! against your eye [o see the picture 

• Amltm Digital Electronic Image Sta&iliftr (OEISI compensates for [ilfery video and 
u particularly effective when the digital zoom rs employed! 

> Equipped with 10 1 power and 20 1 digital /com lens Sain zoom* are adjustable n 
tout speeds [3,5 seconds— 15 seconds) Based cm how hard or soft the zoom log- 
cie 15 pressed To set up a snot quickly, a Turbo Zoom lunction moves liom tight to 
wide angle, or vrce versa m under two seconds Far extreme close-ups me lens 
can lotus up to }'& inch from the subject 




*% 



• Digital Photo-Shot let's yoit record a still- 
frame lor about sue seconds, while audio con- 
tinues as norma! This feature is great to? cre- 
ating video phoio albums or insurance tapes, 
as 290 stilt pictures can be recorded on a sin- 
gle 30-mmul« Up* and 590 shots an a 60- 
mimrtElaTH usmitue Tc^Swn feature any 
shot can be Sound easily 



JVC 



GR-DV1/GR-DVM1 

CyberCam Digital Video Camcorders 



DIGITAL VIDEO 
The GR-DVl and Gfl-DVMI com tone a 570,000 pixel CCD with 
Jl T digital component reading !□ rJefcVef razor sharp pic- 
tures with 500 lines q! resolution Drgrtal image tttiMm elimi- 
nates camera stake without effecting resolution 

DIGITAL AUDIO 
CD quality audio is now avaiLaiie. Digital audio record ng delivers 
2 channels at 4B4H: < 16-bJt) sampling lor highest quality or lour 
channels at 3ZkHz < 12-bit) wfitn dubbrng or munng is requred 

DIGITAL EFFECTS 
A multitude of special effects are possible with the GR-DVl 
intFunintj wipes, fades, and dissolves In addition, some special- 
ized effects such as Classrc Film. Monotone Sepia and Strobe 
can be recorded in ihe tan-tod?) or can be played iniough dock- 
i nrj stall or— nv '"-, turn '■ originally recorded 
SNAPSHOT ftUICKF 1 IX ANIMATION 

• Snapshot mpde captures stli images with a while border 
around it and even adds a shutter sound ellect In Mot:r Drive 
mode multiple snapshots get recorded in rapid succession 
with an interval of 0.7 seconds between pictures A Snapshoi 
Search feature lets you put together a video album using cap- 
lured photos 

• DuickPix or 5-second-record mode automatically records Uvt 
second tips of video and audio when start button is pressed 

■ Animaiion mode records scenes tor just 1-8th ol a secord each 
t me the. sun button is pressed When inanimate objects are 
non tod * - i tUghl chsngssli posft on Mtwataihocunai 
i .:■ i :-"i:: l ■-_--. ^■r/"_ -t .* - :;■ ■ ■' : ""- - conies .*. 




DIGITAL 2QQM 

10X variable speed optical zoom with 
burtHn macro delivers razor sharp 
images from a distance- or as close as 
15 cm A 20K digital room and 100X 
Super Digiul i'oom ailpiv image capture 
tront tremendous distances while retain- 
itig a good destee of sharpness 

DSER FRIENDLY MENU SYSTEM 
Zoom rocker control is used to make the different selections as the/ 
appear ifi the mtor nBwftnder Sn you tan pick settings from the 
menu without taking your eye away off the vtevufindef This design 
also keeps cD"rc!j a^i switches Id a minmum 

.rjQOING STATION 
Multi-tu notion dockmo station offers even more sophisljcated play- 
back capabilities, plus advanced editing lunclions 

• R A (Random Assemble) editing enables programmed rearrango- 
ment ot up to 8 scenes at a rime- |ust by marking the beginning 
and end ot scenes. 

■ Insert editing and 4-chann^l stereo audio dubbing are possible 
using the do:ktng station Vcdea insert allows, new video 10 be 
inserted over prerecorded segments without disturbing the audio 
segment When inserting audio 1G bit (4SkHz) lull audio insert 
replaces recorded audio without dislurbng trie eiislmg video track 
In the 12 bit ;32KH;| mode, 2 additional audio tracks can be added 
to the editing audio and mneo 

• In adctiiion io me live special sheets available through the docking 
station there are 1 7 scere transitions. Lhai tan be selected 



GR-DVM1 



Same features as the GR-DV1 except it adds the worlds firs! high-re$t>iuin>n 2-5-inch notycr>'staii!ine silicon TfT active matrix 

momioi The high -definition 180 OQO-pixei LCD offers incredible viewing with a ipnzonul resoiuiion ot JOQ line; 



$500 
Rebate 

thru 
■ 13-31-97 




Panasonic 

AG-DP800H 



<B 



uoURERonm 

S-VHS 3-CCD Digital Signal Processing Camcorder 



■ Three h.gh-dcnsny saO.QW puel CCDs with halt-piicri puel oifsei jctnev.es ovei 750 

tines ot honjontal resclul on .a S'N ratio of 60dB and remarkable sensitrv ' . IB at 
2000 lux Addilionally the Frame Interline Transfer <F!T) CCDs minimt'e vertical sowar 
SO you maniain impressive picture quality even ift very brighl illumination 
• Oigitaf Signal Processing circuitry provides tour valuable benetits 
\) Consistently reliable up-to-spec perforrrana. 
2) Fine adiusimeni ol a wide range ot pararrei^rs 
3} Memory slrjrajt and instant re&all rjt specrtrr; seTlings 
J) More tremble and higher Duality image processing, as well as easier rrumterunc; 

■ Si* Scene File modes. There set two user modes tor custom digrta! parameter settings including Horizontal Detail Vertical Detail. 
Cnroma and Dark Deta-r. and Color Correction The four preset modes are normal fiuorescenr. specif anrj sparktnrj 

■ In addition lo regular AGC [AUttrTttfJC Gam Cortrol) Superram has a Suji*r High Gain mode At Ft A |rui enables shooting under illu- 
mina!Jonasiowas2 3u!XVHihile letammg detail inrj color balance 

• Synchro Scan function allows tlicker-free shooting of computer monitors. Electronic shutter increments can be set variably liom 1761 
seconds to 17253 nl a second 

■ Built-in internal time code generator lets you record with SMPTE UCA'iTt i Long itua rat-Vertical Inte-valj time code 

■ Two hi-fisteteoaud'O channels with a dynamic range of 80 dB. as well as two linear audio channels with Dolby Nft. Mormal.'Hj-Fi 
recording is selectable. Uses XLR connactois ta further ensure hia>qriality sound. 

• Has a 26-pm connector on the back; that outputs a composite or component -uirj-eo signal This enables convenient backup 
recordings using an addrlional VCR equipped Willi a 26 or 14-pm tonnectof 

• Phantom power can be supplied to an optional miciophone Power can be switcned off to prevem batiary drain when not in use 





JVC professiqnal 

GY-X3 3-CCD S-VHS Camcorder 

By employing professional camera technology m new economical ways JVC ms succeed- 
■ ling la ■artuM a rrgiessionai 3-CCD camera that breads jii previous pnee tam- 
ers The new GY-X3 delivers al the performance of a high end 3-CCD camera— iugn ttw 
lubon. high sensitivity, low noise and natural color— at an incredible price 
Feitur«: 

•Three 1/3" CCDs provide a sensitivity ot 2000 lux al FH.Q. signal- to- noise raiioof 
60dB and 650 fines o-J horizontal resolution, 

* Low light capatjility allows you to shool m as htde as 4 lux and still have bright pic- 
lures with good resolution and strong, vivid colors 

* Fill Aulo Shooting {FAS) mode instantly adjusts to changes in shooting conditions. 
You Carl DO tr0m. bnrjhl out doors to indoar Irgtit ng and gain. iris, audio level and 
color balance will all be automatically adjusted 

* Variable Scan View allows f iickei-1ree shDOimg ol a compuler moniirji 

* HasBi built-in 14:1 (5 5- 77mm] cotitinurjsly vinablc tpmd ZOOffl Inns The .imrjunt ot pressure applied tD the inttacr elder mideS 
the speed ol the zoom loiti Hie ins and zoom can oe confrolfed manually if desired. 

* Buill-in ContioJ Track ICTL; lime code generalor as well as a lime'date generator Trie advanced CTL t me code rjencralor has a 'scene 
finder* function that records an identification code each lime you sian taping This lets you easily advance to the next oi previous scene 
when using lite JVC EM Desk system. 

* Large high lesaiutJan 1 5-lncri viewf mder displays comprehensive status inrJrcalDJTS 

GY-X2B 3-CCD S-VHS Camcorder 

» Newly designed ifnee \IT CCD image sensors deiwer 750 lines of horizontal 
resolution 1 siperp SignaHo-norse ratio ol 62dB 

■ New tTKro-lefts le:hnoog;y provides eAcepfional sensitivity of F8 at 200Q lux 
and LOLUK mode ets you shoot with almost no light 1 Snoei superti looiage 
wtth excellent color balance 3t a mere i 6 Km 

» Variable Scan allows tucker-tree shoolmg ot a computer screen 

* Quick Record Mode - when turned on the camera is set to the auto ins e*en if 
lens is set at mafiul Also actuated is (AiCl Auiomatic LevtJ Control and EEl 
Extended Electroni: Iris which provides both variable nam and variable shutter 
Now you can shoot continuously from dart room io bright outdoors without 
having to adjust gam ins or ND filter 
• Full time Auto While circuit lets you move from incandescent to HuorescerU to outdoor liohting without changing white battnefl or td- 
tiller wheel -Dual outpul system allows camera oulput to be connecied 0>rect1y to an external recorder 

KY-D29 3-CCD Color Video Camera 

One ol the most sensitive cameras ever developed, ihe KY-D29 seis Hie srandard for 3-CCD 
cameras and is also ideally suited for today $ digital recording lormats With a sensitivity F1 1 at 
2.000 hrt. flw KY-D29 can shoot m I ghf as low as a remarkable 35 iu» li also offers a sig- 
nal-lo-noise ratio ol 65 dB (wrlth us DNR tunctian on), and delivers S50 I nss ol hori- 
zontal resolution The exceptional resolution and sensilivity ol the KY-D29 are 
achieved by three new 760,000 piiel 2/3" mterl ne translet ( IT) CCDs. the highest 
pine! count in the indjstry 
All Hew Digital Signal Protesting 

* Advanced 1 J-bit Digital Signal Processing (DSPl and 3-dimen- 
s ina! Di-j-ial Noise Reduction (3D DNP ) cncuiliy make this 
camera ideal lor acquisition with todays popular digital formttl 
especially JVC s rwrJiruonary new Digilal-S 

* D5P within the camera provides astonishingly cusp, high-quality 
Images .-.he minnrnang analog distortions ano noise DSP also 
makes the camera mote flexible and easy Io use It even 
smooths the transitions between gam and white balance settings 
so that viewers won t notice sudden changes ol settings whde 
Ihe tape fS rolling: 

■ Digital signal processing is enhanced wtti new 3D diQtttl none 
reduction circuitry to make it even more practical By mining 
multiple Irames to cancel out random noise then using motion 
flaiegiiDii io minimize lag JVC 3 BXClirsJvfl 3-D DNR produces 
dramatic results, tar superior to any older DSP camera 

Super Lotm lor Eilremely Low Light Shaoling 

■ lacreditrle nsvi Supet LoLux technology allows you to obtain a 
broadcast-quality pictuie in light as low as 0,35 lux This extra- 
ordinary low light capabitiiy js the best ever achieved' and is 
made possibly by utilizing JVC s exclusive Lotux dual pixel 
readout lechnology (increasing gam try 6 dB VrlrtKrUl inlroducmg 
noise) while al the same lime doubling the pixel readout integra- 
tion mie to 1/30 second 

Versatile Docking Capability 

■ Extremely high quaflty J 2 ? digital recordings can Be made b-y 
docking tre KTWK9 :o J\*C s Digital-S BR-DJO dockable 
recorder Tins d.g;-Tal combo produces recaiomcs far superior to 
any compotient analog camcorder or 4:1 1 dipit.ii 
camcorder.The KY-D29 also doefcs directty lo J\'C s BR-DVlO 
DV-format and BR-S122 S-VHS dockable recortfers andean dock 
to Beia-tam SP recoriers using an airfatjier 



Features lar a 
Wide Range nl 
Ap plica I ions 




a Hide lange 01 bioac 
cast and pratessanaJ apprcabons Btiit-n continuous auto black 
(CAB) ttTitinuwsry takes a Qbck balance sen n^ and ttfH 
■■', t-M bat coi: nuous corrpensalioi ol cdrji temperaiure changes, 
balance the camera in real time, all the time This allows you tc ron- 
centrtte on getutig the shot, and not on adjusting she camera 
Because (frfferem shooiing iltattJcns require HewWHy. the> KY-02S 
offers sekrctable vertical resolution. In ihe Standard Mode, the cam- 
era produces 380 TV lines ol vertical resolution Mowewr, m ir« "V- 
PluS' iigfi vertical resolution mode, irie camcia puts qui 420 TV fines 
ol vertical resolution, avowing you to increase rtrtxal resolulirjn 
wilhout sacnficiog sensitivity or lag. while iri a inlawing 350 TV lines ol 
nafueruat resolution.. 

focusing is easier than ever with Accu-Focus By momenianly 
decreasing depifi ot field, fast 4 cntrca! focus is achiever! instantly 
Commonly used features cam be activated without having to scroll 
throu9h layers ot menus Features su^h as stiuiMi ccnirol vinabki 
scan, black stretch, black compress. CAB. ira mode* ■'•■ \ ■ 
DNR and zebra are all menu-lree And lor those limes wtwi events 
move so tast it prevents you from making any settings wnatsotvei 
Ihe * V -D2& s Full Ayto Snooting |FAS) mode controls | ' \ 
era s reqintlng you control only th* focus, zoom and trigger 
Other camera features include a buift-in bm&dale. butt-n 
sstecixsn SA-rtih. an f-stop dtspiay m ihe vrewlinder, and a 'batte F v 
remin i;" drsr^y tsi Anton Baue' lattery packs A special Bttci 
Stretch. Sack Compression rjruit ts abo included 



FOB A FREE MONTHLY CATALOG, CALL BW-W7-6933, 21 2-444-6633 OR WRITE 



VIDEO and PRO AUDIO 



TO INQUIRE ABOUT YOUR ORDER: 

800 221 -5743 '212 239-7765 

OR FAX 24 HOURS: 

800 947-2215*212 239-7549 



New Address: 

420 Ninth Ave. (Bet 33rd & 34th St.) 

New York NX W001 




Panasonic 

AG- 1 980 S-VHS Hi-Fi Editing VCR 

Incorporates advanced digital signal processing and digital noise reduction circuitry eq 
dtrjvei inctl high picture Quality— Hut its Ihiid-generalinii ctcture lonks almost as good 
asflI5t*9MWltlon Dnecmgs. rrgrji olh-r VCHs mil's class. In addition. Ihe AG-1 930 afsci 
feaiures a lull field digital TBC, insert and assemble editing. Hi-fi slereo. quick response 



mechanism and a temoie 'editing tern 

■ Still the only VCR in it's c&ss to provide near frame accurate 
editing Whea iced with aJttamlratefS from Wcoaics fast 

and Future Video, tire AG-19B0 achieves an accuracy ot : 2 
frames And. the 5-pin edit terminal on the tear panel makes it 
very ncy to $#1 up an editing system 
• Performs all assemble and video insert edits as well audio video 

■I 1 .! ! 'i ; M\ . r.,-;., ndepffldOrt »-■■' I id i "'i iE.ru: : iE;ul I ■ 
more iienbie audio dubbing 

■ Hi-Fi stereo audio with a Irequflicry response oi ?0Mz to 2t>Hi 
and a dynamic range ol MdB I: also has Hi-Fi recording level 
central, headphone monitor teirnin.il wih volume control and a 
mic nput terminal 

■ Advanced dual -load mg mechanism feaiures a guiek response 
time requiring only 0.5 seconds lor a piciure to appear from 
Slop mono and 1 9 ascends from FF/fiEW 



- Digital Processing: 
— Digital Coma filter using advanced 3 -dimensional system pr o- 
vides complete Y/C (luminance^'chrominance) separation This 
practically eliminates color and luminance blurring 
— FiefrJ coellitienl Oiijital Maise Reduction itiMFt} circuitry 
processes Ihe V ifld C signals separately, (hereby boosting Ihe 
signaRo-noise ratio and reducing noise dunng playback 
—Has a built-in full field TBC (Time Base Corrector) ifiat elimi- 
nates even Ihe smallest Ol jitter Skew ha*d impa;l error and 
cotor blurring invaluable lor editing, tr>e TBC helps maintain h«§h 
picture quality e^an through the third-generation 
•Besides it's digital circuitry, tne AG-19S0 a'sa features laminated 
video hearts Clearly superior lg heads of conventional twite 
they provide nchcr. more vibrant color reproduction and a higher 
signal'tQ-naise ratio 



AG-DS545/AG-DS555 

S-VHS Source Player/ S-VHS Edit Recorder 

■ Digiial Signal Processing for impioved picture Quality, and lor maintaining untfora 
picture quality during editing, Digital processing circuits include: 

—Chroma Aperture Compensation (CAC): Eliminates color blurring and eipands 

chroma bandwidth 
—Digital Noise Reduction (DWR) Processes Y/G signals separately to boost S'N 

Ratio tiy minimizing noise during playback 
— Oigiial Coma Filter, Advanced 3-dimensiona! system for IjljI YrC separation provn 

reduced color and luminance blurring 
• Employs amorphous video heads thai have a higher magnetic 
coeitrvity than conventional leintu heads Expanded Irequency 
response trom the amorphous Heads enhances, picture quality hy 
in in n nuing color blurting, 

■ Buili-m LTDViTC ( LongittldinaWirtJcal Interval) time code read- 
er/generators lor absolute Irarne accurate editing. 

•Two hi-fi stereo channels with a dynamic range dI 90dB as 

well as 2 linear channels with Dolby rJR Each audio channel 

has its own input (AG-D555 only) and output with individual 

channel-level setting capability and XLFt connectors 
» Performs audio split editing which lets you sel the edit-in and 

edit out points separately Irom thosfl tor video. 



3 -dimensional digital 

\v.-'. ;;■:.. .!■■ , 

excellent drop Qui 

!■■ r:-'.r. : l- -l 

10 mechanism dehvets precise n.gfi speed opeiatiwi Tne dual- 
loading system achieves high-speed response while protecting 
tapes and beacs Tne tape transport melanism uses five direct 
dnve motors, nduding two reel dim moors 
Capstan Comrol System >vilh large capstan sondb l 
speed rarcfe i\ 32* normal speed (with color picture] 
3 rack units hi jh they are compact tor easy space saving 
installaiion 1 9" rack-niouiUable with ontmnal AG-MfSO, 



WJ-MX20 



Digital A/V Mixer 

The WJ-MX23 has up to 29S wipes and fades plus RS 422 interlace and GPI input 
lor cent pat ibility with a '.vide variety of editing systems It also provides an extreme- 
ly clear picture tnanks to a 13 5 MHz sampling frequency. 460 lines of resolution 
and a signal-io-naise ratio of 50 dB. Other key features include Chroma Kay. Scene 
Grabber and on-screen display settings. 

Digital Special Ellecls 
» 5-siep Ti-eld strobe for clear still ptciures with adjustaWe mteivals. Field still can 
be switched lo liame-stiEl for increased vtrtical resolution 

* Field ot dame freeze for clear still pidures 

• Digital ellecls include: mosaic (sue is adjustable in $ sleps). chroma (saturation 
levels are adjustable) and negative positive video reversal 




Wipe Pattern 
■ Up 10 298 wide pattern* can be created 
Irom a combination of 23 basic and 
special patterns 



WJ-MX50 Digital A/V Mixer 



« Few input ttrtlcJMl and i\i)/ rwO sources can be rout- 
ed to the program busses 

• Two-channel digital dame s-yncht animation permits 

■ He ttm ea:h A/Bous 

• Combination of 7 basic patterns and other elfeas cre- 
ates 237 wipe patterns 

• External edit control input for fiS-232 or R5-422 Sena! 
controls Also has GPI input 

■ Wipe boundary effects: MftflXrKter ( bold, eight back- 
ground colors available) 

' Digital ellecls s.lrotw. still, mosaic, negative positive, 
paint, nxmochiome, strobe, trail, and AV Synchro 

• Rea -time compression - entire source image is com- 
pressed inside a wipe pattern 

BT-S1360Y 

The ST-SiSfiOV is a lull-tunclion. prolessional 13" producton monitor with a wealth of features 
They include, superb 420-line hcruantal resolution, S-Videc input and output, advanced amomar- 
ic whte balance circuiiry, hlue-orly mode, undstscan and pUse-cross. All this, hauled in a lugped 
rack mountatjle metal-Hybrid catiinet $q lor tong-tei-m rel Jbitity in any professionaj application 
the 8T-S13&0V is the ideal cho-ce 

■ Incorporates advanced, proprietary *tiile batance circuitry that 
sublines while balance to provide outstanding picture perfor- 
mance automatically 

■ S-Video input and advanced video tircuil iBLfinxiloiiy provides a 
remarkably shaip picture with uver 420 lines of horizontal tes 

■ f Miemal sync inputs and outputs provide lor synch ionization 
wsh oilier equipment fed with the same sync signal 

• ELe Orly mode plus Crsroma scfeaiors pravKte a rnancctuorne mage 
lor 'ins adjustment of contrast, brightness, chrominance i hue 

• Purse Cross - displays horizontal and vertical intervals at the 
center ol the screen so you can examine data in the blanking 
area and also sync'bnrst liming 

■ Two scls ol vidcaAiudio iiiputF. ami outputs. 




i.^oiri.i:'- .■ i 

tiii:i'i'?t..nptturef 

• fade-'n and tade-oi, 
video, audio titles 

individually or syn- 
chronously (adfid 

• Down slieam feeyei with 
selsctable sources ttom character 
gerararor werfamil altera 

• Eight memorfces tor insum retail of treguentty uwd efiects 

■ 8 preset effects include Mosaic Mm. Position Strum. Corkscrew 
Bounce. Rip. Shutter uib/aie and Satellite 

■ AudrO mumg capability of 5 souices Aitfi 5 audio I? .el aOiusUnenlS 

13" Color Video Production Monitor 



Underscan -shrinks the 
scanned area ol the picture I 
tube jppio»iinjlely5% 
eryblrng the Entire active 
pictuie area to be dis- 
played Lets you delect 
intruding cameras and 
mike booms 

Swttchabie co or temperatures ot 6WQ*K (btcadcast standard) 
or9300' , K |lo^ pleasing p;!ur^i 
Built-in speaker and headphone tack 
Rack-mounlable with optional BA-131 btJLkets 




BT-S 1360Y Olympic Demo Special! 

We have a Inmted stock ol 3T-S1360Y monitors lhat were tised oy Panasonic exclusively at Ihe 1996 Olympics tit 
Atlanta Used only by Panasonic engineers in bioadcaslnig ihe summer games. Ihese monitors are like new. 

DCItIO Special $599 (WOO less than our regular selling price on this monitor) 



SVO-2000 S-VHS Hi-Fi Editing VCR 




Ttre SVO -ZOdO is a powerful, yet easy-to-use S-VltS Hi-Fi editing 
recorder, two SVtJ-^QDD's combined with the cptioriil RM-250 Edit 
Controltei term a co^l-eff ciem cuts only editing syslsm - with assem- 
ble, video insert, audio dub end program editing. 

Suptrti VMto Mti Audio nt^ormucf 

« S-VHS lonrut ddivSrs 400 l:nes of horizontal resolution and con- 
sistent clear imane reprDductinn far superior editing results 

• Adaptive Picture Control (APC) fcr cplniium picture In record 
mode APC automatically tests an inserted tape and checks the 
condition ot the video heads it then adjusts the reccrmnij circuit- 
ry to capture dear and crisp images. En playback . APC automatr 
callv sets Ihe ideal balance ol pictuie sharpness and clarity. 

■ Hi-Fi stereo recording system has a wide irequency response of 
?QHi to 20kHz and a superb 90dB dynamic range, and mdrmdual 
recording level controls lor the left and right channels 




Editing Ffttuttt: 

' The SVQ-2000 has a Control-Edit 5-pm remote terminal trtal 

allows it to be controlled externally, Connects directly la Ihe 

optional RM-250 (or easy selup 
■ Control-S input and output terminals allow two 5VO200QS lo be 

connedefl lor synchro editing -without Ihe RM-2M. 
' RM -350 also offers program eflilrng capabilrty which allows, aulj- 

maiic sequential editing ot up to 30 cre-assigned scenes 



SVO-21 00 S-VHS Editing Recorder 




EicellenI Audio and Video 

■ S-VHS loimat provides excellent picture quality and consis- 
tent clear inwge leprodutlion lor s jpc-i ;0: editing results 

• For-channet audio recoidtng Two-channel Hi-fi slereo with a 
superb 900:8 dynamic range and a wide tiequency response of 
?OHz to 20kHz Plus two editable longitudinal (normal) audio 
hacks By using the AUDIO MONITOR selector Inngitudinal 
audio or Hi-Fi audio can be monitored 

■ Auto head cleaner removes tape residue preventing head clog 
ciirg and defeiioratujn o! picture quality. 

• Continuous auto repeal playback function 

Playback aid Recording Functions 

• By connecting multiple SVO-21 00s via the VIDEO IN connec- 
tor or THROUGH connector, they Can simultaneous record the 
same program. 

• When the Power On Recording or Power On Playback is set 

H automatically starts recording or playing back a program the 
moment Ihe power is supplied Irom externally connected 
equipment This aJlows unattended aoloinitit V1R operation 
Accurate Editing and Remote Control 

• DpVcwd! SVBK-ID (RS-232C Interlace Board with LTC time- 
code teade: and generator) allows the SVO-2 i<30 to commu- 
nicate with exter rial eouipment such as computers or Sony s 
.FXE- 1007 120 editing sysfleni 




• When used w\U a computer, the system can be used lo create 
computer graphics, thanks to the 5VBK-10 supporting com- 
mands lo Number Frame Hecord and Auto Edil. 

•When used with the FXE-100/120. you have a cost effective 
Irame-accurate (LTC ttmecode) editing system win full 
Assemble, insert. Audio Split. A-roll. and A'H-roii editing 

■ The SVD-2 100 can be operated with an optional lool switch 
Recording can be stalled or slopped From the entemal foot 
switch connected to the Foot S\N lack ol the SVO-2 I M 
Dining recording, lite Hec lally signal can be output tiom the 
Fool SW lack The Rec Tally signal is useful when used with a 
monitor with Tally Hi capability, 

• Ophonal 5VRU 100A or RM-V20C' Remote Control Uni allocs 
remote control ol the SV0-2l00s e basic functions 



JVC 



PROFESSIONAL 



SR-S365U S-VHS Recorder With RS-232 Control 



With nigtt-rescbEiOn 5-VH3, fO0 snu^le search and btfltHn Hy-23^C 
interlace, the Sft-S365U is Ihe loundation ot an affordable pro edit- 
ing system Convenient lunctions such as insert/assemble editing 
and Random Assembla Editmo let you produce edited programs right 
away And since the SR-S36SU is designed lor use vuilh the profes- 
sional RM-G3&QU £dM Controller, putting together a hgh-perlo*- 
mance editing system with all the benelds of ptecisipn CTL rime code 
■ S-VHS picture quality with 400 lines ol horizontal resolution 
plus noise reduction cucuity keep pictures clea; and sharp. 

• With just tne RfU-GSOOLi and a pair of SR-S365U s, you have 
the most economical and productive time code editing sys- 
tem available. Edit video independently ol the audio, adding 
new audio later il desired For faster more lle*ihte editing, 
build a mrned system, using the powertul BR-S8QOU VCR 
Either way, you'll get ttw benefits ot CTL lime code 

• Two channels ol Hi-Fi for dynamic, high-quality stereo sound 
and an editable monaural gnormal) channel A new sell dub- 
bing function allows you to copy the existing Hi-Fi track onto 
Ihe normal audio track 




edihna" has never been easier 

* Built-in ■[sin* code generator 'reader utilizing JVC s CTL Time 
Code System records time code data on the control itack lor fast 
and acdrate access ID any frame, -ar SuC^riCr Id conventional 
control ;rack counters that lose reference when the tape is 
removed from the machine. CTL Time Code can also be post- 
striped without sacrificing the audio track. 

■ Bunt- in HS232C interlace so you can conned it directly to a PC 
Compatible wrth the many R5-23ZC-based editing controllers 
available today 

Oiher Fettures 

' Flying erase head * Hi-Fi audio recadmQ level controls & mdcatars 

♦ Headphone connecter wtn volume control 

< Automatic head clearer • Digital hour meter indication 



VES-58 EDIT-DESK S-VHS Editing System 



BR-S50DU Edit Player * BR-S800U Edit Recorder * RM-G800U Edit Controller 



Ft ' 



KvJM&nga 



Mary Donbal bus these three units oiler 
als haue come to e>pect the VCRs teaiuie i 
ihn Lmlt-iii CTL (Contiol Twk| time coda pn 
llexibiHty. Best ol all. Ihe 7CRs leaturean o|: 
upgradeability. 



■ : i 



liny 'eaiuie:, profession- 

heavy duty tape drive and I 

unparalleled accuracy and I 

;h lecture for easy system | 

SUPEHB VIDEO PERFORMANCE 
Picture improvement technologies like digital VC separation, chroma noise 
reducer, chroma aperiuie correci-on and a j-:me cross-talk cancelLition all 
combin? td ntle! outiWnfling image quality, wen when dubbing down mutli- 
piet generations. 

CONTHOL TRACK TIME CODE SYSTEM 
JVC's CTL (Contrul Tuck) Time Code System records absolute tape addiess information (his mm sec trames] on [he conMI Dldt lo 
last and accurate access to any frame on the tape - lar superior to control track counters that lose reference when the tape is removed 
CTL Time Code out also be 'post slnped " cluiiiig tecording 




FOUH-TRACK AUDIO 
Two Hi-Fi stereo t runnels wrth a wnde frequency response and 

dynamic range ot BO 03 and twa linear tracks. The BR-SSOOs lin- 
ear tracks can be duDbec independent of each other and ol ihe 
video - ideal for adding background music or sound etlects. There 
m 2 audio level maters switchabte between the Hi-Fi and linear 
channels Separate mpul and output terminals are provided 



OPEN ARCHITECTURE 
Two plug->n extension slots cm the rear panels ot ooth VCRs 
accept cpuonaJ «pans»on boards To bui'd a PC based edit sys- 
tem, add TheSA-K27UA (RS-232C Ifcoird. To l;^ win RS-422- 
based edit cnnimllers, plug, in tne SA K26U (RS 422) card Other 
hoards include Us SA-KSOU' DfJfl biaid v.i:h time base slabili;er. 
and the 5A-R5QU VITC0.TC time code generator/reader 



RM-G800U EDIT CONTROLLER 

« Features automatic assemble and insert editing., aujio insert editing, as well as preview.' review lot checking edits before and alter edit- 
ing and go to for direct access to any eon point A capstan bump lunclran is provided to assure greater edit consistency. 
' Has two GPis allowing automatic triggering ot special effects generalois swiicheis or audio mixers 
» 8-digrt LED counter indicates all edit data m either llie TC or CTL mode Switc-latle between player and recorder 
■ Precise and responsive |og wheel makes it easy to locale any frame and can also be used to enter and trim edit points 

RM-G805U A/B ROLL EDIT CONTROLLER 



SEVEN-DAY CUSTOMER SATISFACTION GUARANTEE 



Circle #228 




PHOTO -VIDEO -PRO AUDIO 



THE PROFESSIONAL'S SOURCE FOR PHOTO, 



FOR ORDERS CALL: 



OR FAX (24 hoursj: 



800-947-9938 800-947-9003 



212-444-5038 



212-444-5001 



MOST ORDERS SHIPPED 
WITHIN 24 HOURS 

OVERNIGHT SERVICE AVAILABLE 

On the Web: http://www.bhphDtoiiiden.cnm 



In the past if you wanted In isolate selected objects in a viden sequence for compositing with 
other video sequences ycu had two choices. Either you renter] 3 studio and shot hired talent in 
front nf a blue screen or you masked each individual frame by painting over the area that you 
wan ted to protect or cut out. Now wouldn't it be great if there was a tool that automated the 
process lor you— right Irom your desktop? 

AutoMedia AutoMasker 

The World's Only Automated Video-Object Masking Tool 

AutcMaster is 8N HriA Mr] ijia-njiej software tool tot accuta'.e isolaton nf i«it.s jri 
figures in 4 w&o dip. Liang inteOiowl loots mat quictoy nurfc. Ifw bord»f of an Deject rt a xe> 

'■'.•■r- a.-: •: ■-■ -rr— --: - ■ • : .. . rdw ■ ^:::;-;-' Ha an ft ■.- when Ba i I 
mulH-coloretf. dunging lis geometry or moving over 5 colorful jig dynamic battyMId 
L^idq innovative break-lfifougn technology. AulDMasket ena&ies aulaniaEed rnasknrj. illation 
pamfinrj. eiitatiing and insertion of selected objects inlr> video streams a! a fraction ol Ihe cost 
incurred using ttie conventional (rame-by-lrajni panting m^ltiod Sel£Cl-ed cb;ects can be modi- 
fed wlhh AutoMasker or In comtirnation with other digital vifleo specials *Hects 01 corrtposif 
ing schv.aie AuEoMasker Is very lleuble and works on 1st about any platform • SGl Windows 
95 and HI* II *orte wit* standard file luimats including TGA, BMP. QudiTime and AVI Trie 
toots ara powerful enough to work, iecufiteV- ww on &*&!* t&f precise masking results 

* Greaity increases masking piDdLCtfYrty 

■ Al1:i;i d** T:ii-rg at video objects even when Uiey are multi- 
colored, changing thefr geomelry and moving over colorful 
and dynamic rack graur.es 

* Easy oti|ecl selection in firsl tranis and exact boundary Mating 
in subsequent Iramfs 

* Easy modification to otyect Oarcler jnd controlled am-aliasing 

* Independent automatic object and backgtoumi cotot effect* 




* Simultaneous masking of a number ol obircts and objects with 
holes 

■ Greats mask or colored output mavis, including optional alpha 
channel 

* Compatible with most tile fotmals Including. TGA. VDA, ICB. 
vST.AVl. FLM, PCS DCX 

Results can be used with most mud-party application* 



V 



PINNACLE 



SYSTEMS 



GENIEPlijS 
Post-Production System on a Single PCI Card 

Btttd on Pin.rud*'j EMMY iwatd winmrtg special effects technology GeniePEus is a complete desktop post- production system trial 
includes j 3-0 OVE switcher, advanced Eharjcier jene-atoi. last itill-siora and a cynamrc paint Sjistem - al a price you can afford 
Equipped with an incredible array ol features on a singl* PCl card GeniePlus lets you create your own stunning effects., including page 
lirns, waiet tipples and sphetcs with uncompromised 4.2 2 internal dig/dal cuality The hjWuncudfl 3-D DVE fiim/idus ultra -smooth 
motion and no breakup (pMlation) when pictures ate sued or rotated You ir be able lo create e*ciling watp ettecls with lighting, hails. 
shadows and holders faster and more easily than ever before 
Swilclier'DVE: 

■ Designed to make your A/8 toll editing etlartless. \U~ GenisPtuS 
swtctier rus two live inputs (win built-in frame synch ionizers} iwo 
lull-color ttame bJtfers lor use as still-stores and built-in matte and 
bU:k generators Internal linear keying allows multiple layers to be 
created in a single pass and Pmrmacle's unique Genie Wipes and 
A.tph.i Wipes create visually Slunnrng -.-ir . : 

- Over one hundred eHects and transitions that can be customized id 
insurnly add spark and style These include single-pass page lurns, 
watps. tipples, spheres tiztls, shadows and a wide variety ot borders 
You jlso rBYfl cunitoi over lighting and virtually all the controls can be 
keyliamed Create incredible moves and ev&i use keytrsmes to have 
an object track an eiement on your screen 

■ FuN spectrum chroma keying with anurmg quality. Quickly choose the 
oact color you warn to key out 

■ Add warp shapes to the foreground niuge and deliver high ervd quality 
never before available at sich a low price pom) tew watp shapes 
inciufJirg hourgLass. hetag:n, balloon, diamond octagon, and bumps 

■ Meed a glint \a Ileal across me stteen ot title? How about a spot light 
lo enhance Ihe scene? Majbe you need lo datken all hut a certain part 
ol Ihe screen lo point out an element? They are all yours with the new 
Manual HigrtliO/hls controls 

Paint: 

• Includes the same excellent pamt piogram mat ships with, Pinnacle s 

Aliadm It works at Dl resolution (720 x JB6) and corrus wnh tools 

optimirad lor vnseo graphics Includes a de-fheker rifier and also lets 

fou batch convert a sequflKf si pjplto htes from a fl^rent fotmats 

and scale Iherm lor video use A pure-i interpolation aigctrthm 

ynooih«s live enlarged pixels and anti-aliased lines without causuvg 

.■.■I tttM bkiiring. 
' : : 1 r -. ■ ir i. Kivi'.ittlrj Asa result, biusii siinkBS rook like irAnaOoni, and 

rray be used for example to iiluslrale sports moves, show an itinerary 

aver a map or lustratl wealher reports 

■ A UM bulter l?ts you use tdi m a variety ol ways Any Font available 10 
Wrndows can be used lor Pamt. and te4 may be scaled, rotatecf. etc 
Effects Kke shadows and outlmes are easily applied and tftere are marry 
opirons tor ihe cotot ot trie text 



Character Generator 

■ GeniePius comes Cundlad with rnscribat CG, the stan- 
dard tor chancier generation. Insctrber supports mulli- 
[■le tools 1 TrueType or Po&tSo'ipf ) r a great variety ol 
text styles, geometric objects, various backgrounds. 
and different color combinations 

* Styles include a conibinaiio^ ot settings Rich as 
emboss, glow, shadow, outline, gtadtenl. and bant- 
parent/ 

* Import regular ASCII lenl frhs. Adjusl texl to the screen 
with automatic hor.jontal and vertical centering tools. 
Lines can be automatically abutted, aligned to the right 
or left, or placed anywhere on screen Logos can be 
imported and placed al win. and backgrounds can be 
comprised of graphics files, solid colors gradtems or 

I ve video 

* Variable speed rolls and crawls are possible. The pages 
ate sel in inscrtber and GemePlus handles the smoolh 
nonon CG pages can be used di redly from Inscriber 
cr saved to fje used by the DVE. Foreign language spe- 
cial characters are also available 

Otier Feaiures: 

* Compatible with W.ndrjws 95 and Windows NT 4 0. 

* lOClUlltM GPl CGfltroJ for integration wiiri sland-alonE 
cJ Ion Arrj since most PC-based editing systems 
Ctler a duett rnterlate to seamlessly control GeniaPlus, 
youl1 can focus on your production, instead of your 
tools. 

* Has connections lor six video inputs— three composite 
and three S-Video —Iwo ol which may be switched at 
a time 1 Accepts lltSC or PAL signals). S-Video and 
composite sources can tK mixed There is also an 
Klernal sync input with loopthtouoh The board 
processes video in true broadcast quality, ointormirvg 
to CCIR 601 standards 



TURNKEY GeniePlus COMPUTER SYSTEM 

INCLUDES * Pentium 1 6fi MH/ CPU » 220 Watt 6-Bay Mirllower Case * 3 5" floppy Drive ■ 32 MB FlAM 

• 256K Cache RAM ■ Diamond Sieallli64 2MB 32- bit VGA Display Card • Seagate Medjiisl 2 5 GB IDE Hard Dnve 

• Crealive Labs So un 061 aster 16 Audio Caid • Altec Lansing ACS-51 Amplilisd Computer Speaker Sysiem 

• Teac flX-Speed internal EIDE CO-ROM Drive • Focus 2001A Keyboard • Logitech 2-button Mouse - Windows 95 

■ Piincetorc EQtS High RKolution launch Monitor ir/w—card and soltware installed _..... 



M 



AIUTEX StudioCard 



4-Ctiannel Digital Audio Card for Windows 

The nerf generation in digital audio lor the desktop, StudioCard ts a ptemium-quainV digital 
audio adapter wrtn advanced features studio ^quality specs and prolessional connections 
UrmatChed in qualt, fie ■ ■ ability, it fealires 4 tracks Ol auOiO sound and teal- 

t me digital mming capabiltty.rnaking it tne ideal board lor musicians who want digital rawSitracfc- 
mg and mixing on their PC. or procfucers looking for a versatile board fcr pcst-prcdjcuon digital 
aurtio editing and uncorn promised audio quality StudioCard is Windows 95' plug and play compatibli 
plus includes dmers for Windows NT as rVtl 
•Key lo SludiDCard s amjEng. srj'jnd is the marriage of a low noise ana- 
log urj section and high oiarrtv A'D ami D/A conveners A PCl -based 

33-tnt memory mapped board, it eeirvets less ttian MB'» total bar- 

none Otstodion and 9?dB dyramc range Pkrs, a PLL-based sample 

cock generator mat can be Eocked to an assortrnerii of dock sources 
» incorporates a programmable 32-brt 40 MHz DSP and pro connec- 

t-trjn.'S like 4 irtdepenoefit balanced analog fOs (+4tfBu cr -10 dSV) and 

A£S,"EBU or S/PD1F digital I/O- It also Otlers i UIOI port with deep 

buffers and lime stamping. No mattar winch type of equipment you 

Name SlurJiflCjirJ wfl interjrjte mto stairlard sinfio environments 




Ccitipiiitjie T.'rtn iiirn. video or MIDI. Stuttic-Cara orfats synchromza- 
hen via SMPTE MTC wotd and rjuet docks and composite vHkO 
Plus, the SlJChcCard not onty reads SMPTE timecooe. but generates it 
as well. 

Unique to tie Antei design 4 St u*oCato s multiple adapter apHHjr 
This means you can install multiple StudoCards m a single computer 
to: up to 16-track record ng Surf with one StudktCarO today - add 
frtflra ShjdicCards IcmorrOw. A'So included rs an 0.1-bOard $Px 
expansion canneclor lot plugging in optional daugbtercards (or com- 
press'on or unnaired DSP operations. 



# Truevision 

TARGA1 000/2000 

PCI Video Capture Boards for Windows and Macintosh 






The TAHGA 1 000 and 2 KM are an eas r and atfcrdatfe way to Iranslorm yout computer into 
a powerful digital editing system A-'cng with their high-speed PCl interface, brjlh ihe 
TARGA 10W2000 inrcrpatate all you need to create spectacular mtdlirnedra content They 
support NTSC and PAL slandards and let ycu capiure. edit and playback iLlkmgtiort. fult- 
tesoluhon digital video with lully synchronired CO-^uaiity audio Designed lor nigh perlor- 
mtncfl PCs they deliver incredible processing speed lor video and audio effects, tilling ind 
compositing 

TARGA 10OO.'2M0 PCI lor Mac ptovtdes a flexible "plug and -play' soli lion lot video 
authoring 3D animation and multimedia applications Work on animation protects with 
software like Strata Studio Pro on Specular Infqiti-D and video or CD-BOM authoring wrtn 
Adobe Premiere anil Alter Etlects 3 




Advanced PVR (Digital Video Recording) Technology; 



The TARGA I D00/20CO employ advanced OVF technology to 
deliver superior video perl&rrnanci 1 Unlike Other Systems that 
ireji each Irame ol video as a block of data tied to a specific 
OiiJfjr ol steps such as decomptession-resue -compress -write 10 
disk. DVB writes an entire Irame ol uncompressed video lo the 
huge on-boaid 20 MB RAM fculfer of the TARGA 2000 (8 MS 
RAM buffet ol Ihe 10)0. 

This is a "memory-ceninc" aoproach, In which all board luiKfieni 
share access to the video oifler. For example, a DSP (digiial sig- 
nal processing) chip car scan tor additional data, such as match- 
ing audio samples 10 video frames 10 help maintain lip sync. 
Transitions, fitters, effects and/or resizing can also be applied 



while the uncompressed Irame is m TARGA Memory The I'mal 
ouipui is ihen compressed and wnuen to disk Video data on!/ 
ctosses the bus twice -both times in compressed lorm On other 
systems, the video data path is longer and more complicated 
Video crosses Ihe bus-twtce uncompressed and twice com- 
pressed 

The DVH archilecture can access mfarmalion m its memory butler 
at a &peed cl 230MB pet second. Video runs only at 2 to 7 1.13 
pet second, so the TARGA boards have all the time needed to 
decide what lo do with each frame And. because uncompressed 
data is never sent across the bus, bottlenecks I hat plague other 
systems are eliminated. 



TARGA 1000/2000 Features: 



* Record and playback video directly tofrom hard drive at SO 
lieldsAec -f AL. 60 lietds/sec-NTSC Video is stored and 
played back a! the hiObest resolution lot each lonnat (763 x 
576 -PAt, 64D x 480 -NT5C). Compression can be adjusted 
on ihe tty to optimize lor image quality anaVc-r minimum siot- 
age space. 

* Audio is digitized at 44 1 KNj or ASKHi sampling rales, lor 
professional quality' slereo- sound Since all audio and video 
processing is done by on board DSPs you are assured ol 
perfectly synchronized sound and images 



• Equipped with composite and S-video inpulVoulpuis Also avail- 
able with componern inpul'ouTcnjI (TAHGA 1OO0 PRQl 

• ';■ ■■■..; eparate ■■.: _ 1 iput ll r ,-, ikil 

□tc fc&s-.ritiai video suites 
« Optimized 10 work with Wmsows HT-based soft-vare (Adobe 

Pr^miete A 2, in:sync Speed-Raror MACH 111) 
Macintosh version only: 

• Video capture plug-m for Adobe Pholoshop 

• OiriCktime 2 1 compaiiole, can be used diteciry oul at the box 
win manyapplicairons 



TARGA 2000 Additional Features: 



■ Aoceieraled Windows 3.11 and Windows NT 4.3 display drivers 
alter integrated, true-cokn (24 -bit), non -interlaced desklop uu lo 
1l52xfl70pine!s. 

■ View your desktop and video-m-awindow on yout non-inter- 
laced moniiar while the processed video rs output a! NTSC or 
PAL to a video monrtoi and or 3 VCR 



« Provides a large work area for displaying video, as well as edit- 
nig SppfJcatJon controls. Any part cl Ihe display [ur Even Ihe 
whale image) can be tecofded to tape (video -Qut-ol-a-window). 

* Equipped with composite and S-video inputs/ouiputs Also avail- 
able with component mpufoutpul [TARGA 2000 PRO] 



TARGA 1000 for Windows or Macintosh PCI (specify) , m . 1499.D0 

TARGA 1000 PRO tComponent input/oulput) ter Windows Or Macintosh PCI (Specify) 1799.00 

TARGA 2O00 for Windows or Macintosh PCI (specify) ZB99.00 

TARGA 2000 PRO iComponent input/ouipot) lor Windows or Macintosh PCI (specify) .,„ 3299-00 



TARGA and DPS Windows NT Turnkey Systems: 

• 220- watt. 6- bay midiower case 

• PCl molheiboarti with 512K pipelined 3urst cache 

• Pentium 166 MH; processor 

• Diamond Steatth 3D 34Q0XL! 4MB VRAM PC! display card 
(Systems with in sync Speed-Razor MACH 3.5 receive a 
9FX Molion 771 4MB VRAM PCI display card). 

• 32MB ol EDO {Extended Dala Out) RAM (Premiere systems only) 

• 64M 9 ot EDO RAM (Speed Razor systems only) 

• Quantum Fireball 2.5GB IDE system drive 
■ Seagate (Barracuda) 4.2GB SCSI-3 Ultra Wide hard drive 

• Adaptec AHA-2940UW UMra Wide SCSI-3 controller card 

• MediiTRIX AudicTRIX Pro DSP-equipped 16-bil audio card (for DPS 
Perception systems only) 

• Teac CD-5l2e 12X EIDE interna! CO-ROM drive * 3.5' floppy drive 
« Altec- Lansing 300.1 Ihree-piece deluxe speaker system 

• Princeton Ultra 17+ high resolution 17-inch multiscan monitor 

• Focus 2Q01A keyboard • Microsoft MS mouse • Windows NT 4.0 operaiing systgm software 

TAHGA lODD/Adobe Premiere 4.2 $5995 

TARGA lOODPflO/Adorje Premiere 4.2 $6?95 




TAHGA 2000/ Adobe Premiere 4. 2 

TARGA 2D0D PRO/ Adobe Pre niere 4.2 . 



..S779S 
S3195 



-PVR-2500/AD-2500w/AdObe Premiere 4.Z Sfi995 'PVR-ZSODMO-SSOO tv7ln;Syn: Speed-RaiOr S7995 

' PVR-2500 System Notes: I ) Does not include Adaptec SCSI-2 controller card (fias buili-in SCSI-2 port) 

2) Includes Seagate Barracuda 4 2GB Narrow hard dti/e (doesn't accept Wide drives) 



Expansions and Upgrades for ali Systems: 

full Tower Case (ID-day) add; 100-Ofl Supst Tmver Case 1 1 2-bay) add 2DD.00 

Pentium Pro :2O0 MHz processor (256K cache ) and Pro molherboanJ add 750.00 With 51 2K cache add 1200.00 

OvJl Pentium Pro 2C0 MH; processor (25&K cache each) and dual Pro motherboatd add 2000.00 

Seagate Barracuda 11GB Lllta Narrow (for DPS) .add 000,00 Seagate Barracuda 9 1GB Ultra Wide drive add 900.00 

PRE-STRIPED RAID ARRAYS FOR WINDOWS NT 
Wilh Seag-ite SCSI-3 Ultra-Wirji AV Hud Orirri, Adaptec Sing irf.Du^i C^mei SCSI Card. External Cass, Cables ind Terminator) 

3 -1GB Raid Array (Single channel v,nh two 4 3GB Ultra-WirJe Drives) 2945,00 

13 2GB Raid Array (Single channel Aiiri two 9.160 Ultra-Wide Drives) 4995,00 

a. 4GB Raid Array (Djal channel with two 4.2 GB Ultra-Wide Drives— rjnedriue percnannel) 3255,00 

18.2GB Raid Array (Dual channel with two 9.1GB Ultra Wide Drives— one drive per channetj _ 52S5.0D 

16,3GB Raid Array (Dual channel with four A.2 Ultra-Wide Drives— two d-ives per channel) .5695.00 



Minimum SSigping USA [Except AK & HI} S7.00. up to 3 lbs. Adit 60c tor each additional ifj For ins. add 40c per $100, O 1997 BftH Photo - Vifleo. Piices are valid subject to supplier: prices. Not responsible for typographical errors. 



VIDEO and PRO AUDIO 



TO INQUIRE ABOUT YOUR ORDER: 

800 221 -5743* 212 239-7765 

OR FAX 24 HOURS: 

800 947-2215 • 212 239-7549 




PROCESSING 
SYSTEMS INC. 



DIGITAL 

PVR-2500 'Perception' 



Digital Video Recorder 

The Heart of an Advanced 
Digital Audio/Video Workstation 

The PVR-2500 alters powerful features for awesome animation, morptting and 
rotoscopmg capacililies Witti tenures like 720 k -ISO resolution, i □■hit 2* over- 
samp ed video encoding, better nun D1 scaling, component .and S-Video out- 
puts, multi-processor support and integrated FAST SCSI-2 controller, it ampow- 
era your computer to nv.it the finest professional production studios. 




■ Tr-e PVR-2500 15 3 Ml-lengtn PCI card with I FAST SCSI-2 con- 
tiollf r. Because tire SCSI contreller is integrated with the PVR- 
2500, video data never has to co over the PCI bus during jIj>- 
back. This avoids the bottsneeb found in systems '.vhich use 
the computers hard drive lor v deo storage 

■ Exclusive multl-lormai virtual He system ensures complete inta- 
craj on with your application. An/ acquired video or compter 
pei?ra:ed Perceoticn video clips appear simultaneously rn many 
different file formats including TARGA. SGI BMP and IFF 

■ Compatible with Lightwave 30, Softimage 3D Studio MAX &•.$ 
others Perception also comes sundied with DPS Lockstec soft- 
ware to provide significant control over 3D Studio MAX. 

■ 10-bit 2x cversarrpled encodma for 720 » 460 oroadcasl quality 
resolution Dynamic range is in excess of 01 scaling, &o images 
an brighter, have more color and greater Spatial resolution than 
ever before, Component, composite and S-Video outputs ire 
provided via the included breakout cab'es 

AD-2500 Component Video Capture Card 
Coupled with the AD-2500 1 live video capture daughter card. Ihe 
PVR-2500 Becomes a broadcast -qui lily digital disk recorde deliv- 
ering unsurpassed picture quality 

* Has component, composite and S-Vldco Inputs for real lime 
recording. Captured video can also be wqwrtjd at MflUMUlf] 
RGE files for rotostoping and stner compiling applications 

• Sophisticated automatic entropy prediction circuit analyzes 
incoming video and dynamically calculates the optimum amount 
of compression on a he Id- by -field basis— even dunng real-time 
recording Ycu a:?c f.av? compete manual conlrcf over com- 
pressio:i! I«*!.^:j3lity seitif.gs 



■ Runs under Windows NT 4.0 on computers with Pentium, DEC 
Alpha or MIPS processors. Peicephon utilizes NT's native sup- 
port for multitasking and multiple processors, allowing use with 
the most powerful computers. 

■ Perception performs real-time inteipotalicn of 30 fps video to 
24 fps film rates or vica versa This mear.s tnat it is also at 
home on the Hollywood movie set as. ivgr 

• VCFHike conttols on the Perception's GU simciihes in? task of 
bated AgjMzlM and recording in this mode, the PVR-2KM can 
read SMPTE lime code from the source dech- 

• Use wiih Windows NT compatible sound card while synchro- 
nization of audio and video is maintained by the PVR software 

• Use with third parr/ editing software sucti a$ Adobe Premier or 
tasptc Speed Razor MACH 3 & A system equipped wrth the 
PVR-2500, AC-2500 capture card a stmrd card,, edrteng soft- 
ware S one or more SCSI drives Become* a non- linear editor of 
unparalled performance - 3T an unbeatable price. 

FX250Q Parcaptlon Effects Accelerator 
The FX-2&Q0 significantly reduces the time required to render 
complex non-linear transitions. Although il doesn't deliver real- 
time transitions, it signilicantty improves the productivity ol 
non-linear editing systems by dramatical ly speeding up the ren- 
dering time tor many effects and transitions, 
*With a standalone PVR-2500 a 30 frame dissolve tan take 
minutes to render, even with the tastes: PC. Because the host 
CPU processes source Irames on a pise [-by- pi set basis The 
F/X 2500 reduces the waiting to time to under 1Q seconds. 



SPARK 



Spark is a DV editing system designed exclu- 
sively for use with OV camcorders and VCRs An 
affordable direct DV editing solution. a!J you 
need to edit OV is a property equipped computer 
and a DV camcoroler- Digital audio and video are 
transferred from your camcorder to your hard drive h real time, using the supplied 
FireWire cable Non-linear editing on the computer is 'acilitated with a full version of 
Adobe Premie 4.2 editing software which is optionatfy included. Once content is 
edited, simply transfer back to your OV camcorder using the bi-directional fire wire 
cable. Since the video signal remains digital from start to finish, there is no genera- 
tion loss lor a finished product which rivals Betaenm SP at a fraction of the price! 

OV2000U 'SPARK" OV Board ..599.95 

DV2GD0 "SPAflK" OV Board Willi Full Version Adobe Premier 4.2 ...849.95 





srninm 

MACH 3.5 

Digital Video Editor for Windows NT 

The ultimate Digital video editing software, Speed-Raw MACH 3,5 edits full screw, 60 fields per second, CCIR 601 broadcast- 
quatity video. Designed for the DPS PVR-2500 and TftwvfsJfflTs TARGA series video capture cards. Speed-Razor MACH 3.5 is the 
tastest and most powerful tool for editing and compositing video clips, animations stills, music and sound effects 



Spt-eJ-Razoi features infinite video, audio, transition and effects 
tracks and comes with FWur Blades— transtl ions- and ellecls to 
entrance your production, There are preset tumbles fades .mil 
wipes which you can easily customize and save as new presets. 
In addition, there are special linage effects which are unquestion- 
ably ths highest quality ol any system— analog or digital. Speed- 
Raior sports anii-aiiased 3D DVE&. an infinite channel chroma 
keyer and an excellent character generator Use the included 
effects or transitions, layer them to create new ones, make your 
Own- grayscale bitmaps lo use as transitions, or use 3rd parly 
plug-in effects — the fteubilily is youis 



There ate two user definable resolution rncdes {t+lumtinaJi and 
final) to lacilitate editing. The thumbnail mode allows you to use 
Speed Razor in the held on a laptop then transfer the project file 
hack at the edit suite and automatically recapture and re-render 
the- entire project ,it final resolution. 

RS-422 control ana batch captnie moitute allow you to automate 
video capture via SMPTE time tooe. so digniLnng video and audio 
ts simple anil painless, In tact, with the innovative "Virtual 
Editing" function you can actually edit your project, complete 
wfth effects and transitions — before you've digitized a single 
frame ol video. 



COMPOSITING: 

■ Infinite number of layers of video dps stsll and animations can 
be composited together 

■ Handles any resolution from Betacani |720 X -ISO) up Id 
Ommrnax film (4000 X 4000) 

■ Video dips can be combined using an alpha channel, key color 
lianspaiEncy, still or traviting mattes 

FILE FORMATS: 

» Reads and writes AM files (created by DPS" PAR). PVO tiles 

(Perception). DVM liles {TARGA 1000 mi 2000) and sequences 

ol TARGA files 

* Convert files between any ol the tallowing formats; ANI. PVD 
□VM, AVI, BMP, TGA FLC. FU. WAV 

* Proi^ci-based Li&rafy tot organijinp your work 
AUDIO: 

* Handles audio up to DAT (46 kh?) Qualify 

■ Infills number of audio tracks lor multilayer audio mbdng 



EFFECTS: 

■ Blur (circular, gaussJi, last), tmt brightness adiusNent. chio- 
ma key. crop Sisptacemenl. emboss, lieew frame, glass Ie»- 
ture. greyscafe. invel loop, matte, prelate, repeat lueias. scale, 
transparency, strobe, turn red/greerurjliw 

> 3D DVE (Translates anrt'or rotates an image in three dimensions 
on the X, Y an-lZaws) 

• Sets a color channel to an assignable value] 

• Titles (full blown CG using any Windows font m any color with 
automatic drop shadow) 

■ Sub-uisel rendering loi incredibly smooth motion 

• Effects can be applied to Intmite sources 
TRANSITIONS: 

• Includes over 1 00 giayscale image tfansWons, crossfades, lumi- 
nance fades, lade to-lfom bLiek, lade lotrom white, push, twill, 
twist in/out tumbles, flip, turn, scale (idem) 

■ Transitions can be applred between infinite inputs 



intsync Speed Raior MACH 3.5 lor DPS PVR-Z5DG and Truevistan TARDA Series .....CALL I 



NewTei 



,.fe LfGHTWAVE <D 



5.5 



3D Animation Software 



Explosive ideas thai tesl the boundaries of 3D animation deserve a 
program that can realize them m exciting new ways Creating 
woiids mat no one s ever seen Creatures that nave never walked 
tr>e Earth Speciat eftecls. games, web sties - all creations lhal 
ettst only in your mind Until now 

Lightwave 3D gives you an easy way to create the most sophisti- 
cated 3D animation imaginable, with formidable capacities from 
*is incredibly powerful, professional animabon system lis intu- 
rtive, complete, easy-to-use layout and mode-ing system delivers 
the ultimate m creative control not to mention tlewbi ity - the likes 
of which you're nevet seei And unparalleled feaiures for mctfei- 
mj. surtacing. lighting and ani-Tiatmg are right at your imgertips. 
LightvVave 3D packs a wallop ol a punch Ftaylracing. motion 
blur. WetaMann, inveise kinematics (IK). Bones, fiafd render- 
inp. lens hares, compositing - they re all here, UghtWave 3D's 
QpenGL and Quickd raw 3D support mean you can see your 
creations In real time. 

What's more NjwTek improved LighlWave 3D s anti -aliasing 
quality by 300 percent over earlier versions they also improved 
the accuracy of IK. and increased speed by 500 percEnt. Its robust 

Open GL 

* QpenGL or QuickDraw3D supports real-time shaded views anrj disp' 
through wire frames in the OpenGL preview window 

MetaNURBS 
4 High-speed ™ta modeling tor mind-bogglT-gcreatiORS. 
LighlWave s unique Meuf.URSS is an elegant and easy way to 
model objects By transfcrming potyflofal fflujdels ft) HURBS sur- 
faces m real time MetaNURBS delivers incrediole dtta.il and 
flentbiiity. so you can create smooth organic objects even 
though the model is act Laity based on polygonal geometry, 
Modeler lets you switch seamlessly between pclygenal rno-3el.n.g 
and me organs power o^ NURBS for the best of both worlds 

■ Dragnet and Smooth Scale - designed to help you work with 
organic models Boih are especially great for MetaftliRBS 
objects Plus the new extender plug-in gives you added control 
over the- objects yoiKiivj].? vviisi WeuNUFtBS, 

* Also incorporates iiaUnional spline -based modeling tools. 
(Breiier .and hand drawiuurves automatically converted ta [ii.iv 
gon surfaces). Th? spline mrjdtier lets you create any shape you 
can dieam up in IncrfldlblB detail and lets you endlessly modily 
your creations.- Ihere s nothing you can't create 

Boolean Toots 

■ Boolean to i s to cul, slice and combine objects. With 
Lightwave's Boolean tool, things take shape last The Boolean 
principle rs simple Add. Subtract Intersect Take simple primi- 
tives like spheres or cubes, and create complex shapes quickly 
and effortlessly 



ptag-m architecture means you an choose leature opHorts that 

match ihe way you work And it s exceptional image quality and 

throughput make Lightwave 3D an ideal choice tot t]NK ' 

■n uwvsbA, him, commercial work, web page devefepmen! 

graphic als. video games and education 

With all of this it s no wonder you can find Lightwave 3D m more 

-;; ;-•.;.;.! ;r -ii.n-.,:-::. :"=- r . _■",- iZ: :\..y 

VM you can get all of UghtWave 3D s great features and *«eep- 

:icr.a per J crT.-i-:e '■■ \ p- :?rar m-cre affordaDie than ycu 

dreamed possible. In tact. UghtWave 3D costs up to 75 percent 

less than comparable programs 

II s no use having a great program i! you cant run it So 

LighlWave 30 is available for all of ifie inosi popular platforms 

Windows 95. Windows NT, Power Macintosh, OEC Alpha, SGInc 

and Sun Microsystems 

Throw In ovei 40,000 loyal artists who share what they know, and 

you won't be able to- want r,o get your hands on Lightwave 3D 

After all. by giving many 3D designee their start, and moving 

them from Ihe garage to their o.vn saecial effects companies. 

LighlWave 3D has changed people's lives. 

Support 

lays many surface attributes Preview objects as solid or see 

Diner Feature* 

• 3DWF Support on PowerMac 

• UetaBa Is modeling ctug-n ■ New UeuF£im2 {jfuQ-in 

■ Surface editing directly jo modeler 

• Graphics tablet suupor; wan&nl 

• Randomization for bevel and array tools 

• Two wa/ data sharing between layout and modeter 

■ Dramatically increased graphic redraw speed 

• Easy-to-use lasso style zoom 

■ Hundreds of polygon modeling tools, including e*twd«, lathe 
have), mirror, clone quantise, fitter and subdivide 

• Postscript and TrueType font compatibility 

• Draw ireehand shapes or trace over images 

• Work among leu dilleient layers 

• Multiple view options 

• Macros lo automate comple* functions 

• Multiple leveEs of undo and redo 

• Automatic standards - design in irctiio, English or SI measure- 
ment units 

• Mathematical functions can be typed directly into numeric 

.,-; .....■.-.: 

■ Translator loaders/savers for these lormats 3D Studio AutoCja 
(OXF) and Alias/Wavefront (Q9J) 



Adobe 



AFTER EFFECTS 3.1 ^^ 

Post-Production Tool for Compositing, 

Motion Graphics and Special Effects on 

Windows and Macintosh 

Afler Etlects 3.1 is the industry standard for prolessional motion graphics created on 
Windows-based PCs or Macintosh. It provides ihe power and breadth of feaiures 
required by film makers video producers and editors, graphic designers, multimedia 
professionals and web developers to produce high-end. unlimited compo sites, flurd ani- 
mations, and sophisticated special effects Availaale for Macintosh and Wmcfows. After 
Effects 3i is tightly integrated with the Adobe producl family, so if you work with 
Premier. Photoshop, or Illustrator, you already have the skilfs shortcut know-how. and 
hardware lo make After Effects a seamless, powerful extension of your creative arsenal. 
Turn your computer into a motion-graphics studn and put a-c mspirtorj action iMD your work 
SOPHISTICAIED COMPOSITING; 

■ Comsine digitized materials from any source to create sophisti- 
cated composites and traveling mattes using transparency, com- 
plex masks and alpha channels. Animate Photoshop layers and 
ADcbe Illustrator art with new direct import capabilitias. 

SPECIAL EFFECTS: 

■ After Effects lels you use plug-in elfects ranging from precise 
color correchon lilleis to wipes and blurs, and even 
Photoshop filters You can also animate each effect indepen- 
dently over limn 




NOTION GRAPHICS 

■ Position and animate Layers wntl unlimited keyframes and sul>- 
pixei accuracy. View and edit your spline-based motion paths 
on-screen Ensure super smooth motion at any speed uith fiefa- 
renderhg and true motion blur. 

AFFORDABLE QUALITY 

* With After Ellects you can create anything you can imagine Get 
(op-quality motion graphics lor Bm, broadcast or CD-ROM— al 
a fraction ot the cost of a dedicated 
lurdwa'e system 



Artel 

Boris Effects 2.2 



A software- based multi-channel DVE generator complete with mtraframe interpolation, matte 
mampuLilion, and muliiple keyframes, Boris Efiects allows you to create your own custom 
moves Boris ships with a keytrame library of over 150 customizable ellects including cubes, 
pi dure- m -picture, chroma keying. tiltmg.solt edges, masks, litters and compositing of unlimited 
track of video and graphics Ellects can be saved or used wilh diilerent video source clips Easily 
create 3D Hying logo ellects from PICT. TIFF, bitmap. Video lor Windows and QuickTime dies 
using an embedded alpha channel. Qlher features include borders and drop shadows which can 
be colorized and made soft and translucent, control over camera posiiion and light source wiih 
specular highlights. Based on a elug-in architecture, Boris rs compatible and closely integrates 
into Adobe Premiere and Alter Effects. Media 100, Avid rYtCXoress. in:syie Speed Razor. fAST 
VW-Studio Plus ind D-Vision Online desktop non-linear editing systems. Once Installed in your 
system, il appears In the transition list and is easily accessed from their transitions and trifers 
menu II is not a hacftrj munil application and no extra memory is required 

• Up to 65,000 tracks of vi jeo and graphics. 

■ Blur and bevel filters 

■ Full control of image stale (size), positioning, depth and opacity 

■ New 3D effects with depth control to create cubes o- sjj!>s with 
up tp § flitterem videos, picts or colors on each of the 6 laces 

• Full manipulation of pict files with alpha channels to create logo 
fry-by or titling. Drop shadows with variable positioning, opacity, 
softness color and distance 




New camera and llghling irack Add teyhaiiuufil.! •,;■■■ . iter and 

ambient light lo your effect. 

New cropping features v,iiu lull sotmss control o' the edges wc 

btend lor really smooth soil wipe type cl eflocts, 

Variable prvcr points for unique mtgrtnn DOntrol 

Uses sup-pixel intetpolabon. field rendering and anti-ai using tar 

clean and smooth effects. 

Includes a free year of upgrades and full tech support 1 



ALL ITEMS ARE COMPLETE WITH AU ACCESSORIES AS SUPPLIED BY MANUFACTURER 
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CALL 800-544-6599 

MON.-FRl. 9-6, SAT. 9-5 CST 

INFORMATION 414-548-8120 • FAX 414-548-8130 
TECH SUPPORT/RMAs 414-548-81 59 • 12-4 PM, Mon-Fri, 



;k J. 




WE NEVER CLOSE 




VISA 



Safe Harbor 
Computers - 

Yoiir #1 Source for Digital 

Video, 3D Animation, and 
Multimedia Products. 



Visual Inspirations 

Batch Factory, Amiga , 49.99 

Control Tower. Amiga 139. DO 

Corporale Video Backgrounds is a 
collection of 250 visually stunning, 
royalty-free backgrounds which can be 
used in any Mac, Intel, or Amiga-based 
Video Editing Facility... 
Corporate Video Backgrounds. ..89. 99 

Decision Maker, Amiga 179.00 

Road Signs, Intel/Amiga 49. DO 

Surface Pro provides yon with over 60 
new seamless, image-based surfaces 
that are instantly available through 
Lightwave. No matter what the shape 
or size you'll never see a seamline... 
Surface Pro lor LW. Amiga/Intel .59.00 




Harness the power of Image F/X with 
Visual F/X for Image F/X. Features 
volumes ot transitions and Special FX 
templates; can also be used with the 
Flyer, VLAB Motion, Draco, PAR and 
Broadcaster Elite, ... 

Visual F/X lor Image F/X #1 , Amiga . .89 .00 
Visual F/X for Image F/X #2, Amiga 105.00 
Visual F/X for Image F/X #3, Amiga 1 1D.99 
Visual F/X for Image F/X #4, Amiga ....Call 



Dab. Intel/DEC Alpha 89.00 

Extract Audio. Intel.,., 59.99 

Fiber Factory. Amiga 67.99 

Fiber Factory. DEC Alpha 129.00 

Fiber Factory, Intel/Mac 89.00 

Motion Master Vol, 1 or 2, Amiga. .85.00 

Particle Type, DEC Alpha 99.00 

Particle Type. Intel .79.99 

Point At, Intel/Mac 59,99 

ProPak Bundle, Intel/DEC 219.00 

Sparks, Amiga 126.00 



Sparks. DEC Alpha 199.99 

Sparks, Intel 154.99 

Sparks. Mac 139.00 

Time Machine, Intel/DEC 89.00 

Wobbler, Intel 59.00 

Wobbler, Mac 59.00 




Digital Fusion, Intel 1375,00 

Digital Fusion Lile, Intel 745.00 

Digital Fusion Lite Upgrade 995.00 

Edit Bay - Analog video capture card; 
includes Video Action Pro 5.0 ...709.00 

PAR, Amiga/Intel 1549/1579.00 

Perception A4V Audio Card 1229.00 

Perception Capture Card 859.00 

Perception/Capture Card 

Bundle 2369.00 

Perception Bundle/Video 

Action NT Call 

Perception Executive Producer -This 
value pack includes PVR, Capture Card, 
FX Accelerator, A4V Audio Card and 

Video Action NT 5.0 3999.00 

Perception F/X Accelerator 829.00 

Perception NTSC PC 1595.00 



DIGITAL 




Personal TBC IV ,839,00 

Personal TBC Plus .....1229.00 

Personal V Scope 789.00 

Spark DV-20OO, Intel/Mac 849,00 

Spark DV-2Q00U. Intel 

w/o Adobe Premieie 589.00 

Spark/Video Action NT 5.0 669.00 

Universal Transcoder 

DPS-210. 1239.00 
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(Wseagate Quantum 

Quantum 12B0S 1.2GB SCSI-II 3.5" Call 

Quantum QM32110TM-A 2.1GB IDE Call 

Quantum QM32160STS 2.1GB Ultra tvA-.-Call 

Quanlum Atlas 2.2GB SCSI-Ill 3.5" .. 
Quantum Atlas II 4.55GB Ultra Narrow/Wide .. 
Quanlum Atlas II 9.1GB Ultra Narrow/Wide.. 
Seagate ST91430AG 1,4GB IDE 2.5". 

Seagate ST34371N/W 4.5GB Ultra Barracuda .'....f ...tall 

Seagate ST34501N/W 4.5GB Ultra Cheetah Call 

Seagate ST19171N/W 9GB Ultra Call 

Seagate ST19101N/W 9.1GB Ultra Cheetah Call 

Seagate ST423451N/W 23.4GB Ultra Elite Call 



Sound Forge XP 4.0 - Express 
audio for multimedia and the 
internet. Heighten your internet 
presence and bring your multi- 
media projects alive with dozens 
of audio effects and processing 
tools. Record, edit and process mono or 
stereo files quickly and easily. File 
format suport includes Microsoft WAV 
and AVI, RealAudio and RealVideo. 
Active Streaming Format, and Java AU.,. 
Sound Forge XP4.0 .94.00 

Acoustics Modeler - New' Recreate 
acoustic environments with this signal- 
processing tool. Adds real sounds to 
existing recordings... 
Acoustics Modeler...185.00 sonic 

Noise Reduction 

Plug-In 159.99 

Plug-In Pack 309.00 r^uKoTi 



CD Architect - Design and build CDs 
with speed and precision: write audio 
CDs directly form your PC; operates as 
a stand-alone editor or can be used as 
a plug-in lor Sound Forge 4.0; 
supports PQ code editing and a full 
range of CD recorders; includes Sound 
Forge XP... CD Achitect 259.00 

Sound Forge 4.0 - Professional sound 
editing for Windows; produce studio 
quality audio wilh an impressive set of 
effects, processes, and tools; expand- 
able plug-in architecture supports 
DirectX Audio Plug-Ins... 
Sound Forge 4.0 299.00 



H#%w 



Macroform 2.0 is packed with 
over 20 powerful, feature-laden 
modeling tools & utilities for the 
Lightwave Modeler: also includes 
"3D Modeling the Natural Way' 
manual/handbook... 
MacroForm 2.0. Amiga ....209.00 

DEC 279.00 

Intel 245.00 

One And Only Media 




The Camelol Collection CD 
includes 425+ models and 
textures that will bring the 
mystery of the M iddle Ages to 
your favorite 3D application... 

Intel/DEC Alpha/Mac 129.00 

The Interior Design Collection CD 
will help to create complex 
residential and office scenes... 

Intel/DEC Alpha/Mac 129.00 

The Wright Collection CD 
features145 models ot home 
furnishings ala Frank Lloyd Wright... 
I nle l/DEC Alp ha/Mac 129.00 

REPLICA T«hnology 




Surface Effectors 
/DSFX1.1 This 
powerful plugin 
I unleashes your 
i surfaces in 
Lightwave, 
allowing you 
£pect of9 ', to achieve 
— dynamic 
surfacing effects 
in record time without resorting 
to complex image mapping 
sequences... 

Surface Effec!ors/DSFX1.1... 
Intel/DEC Alpha/MAC/Amiga .79.00 








Aussie's Fast Frames 2.0. Amiga ..75.00 

Aussie's Speed Zone 75.00 

Co-Piiot Video I.O.Amiga 84.00 

Co-Pilot Audio, Amiga 84.00 

Multicam Editor 139.00 



O^ware 




ORDER SECURELY ON-LINE 



www.sharbor.com 



TMSTBI/FUBI SOFTWARE 



Audio Thunder .69 99 

Composite Studio Pro 13900 

Digital Motion flyer Clips CD J 1 9 00 

Fly F/X CD, Amiga 189.00 

ProMix 80 00 

Pro Wipes 3 Vol II. Amiga .6000 

Render FX 125.00 

Taaster4.1d Upgrade CD ..499.00 

VideoGems CD 50.00 

Wave Maker2,5, Amiga. ...129.00 
YBT 65.00 



ANIMATION EDITING 

GRAPHICS SOFTWARE 



1 8 Perfect People, I nteWviac , 235 00 

3D AcuWorlds/Bryce 2 209.00 

Adobe Premiere, 

Intel/Mac 489/509.00 

After Effects, lntel/Mac.649/629.00 
Art Effect 2.0, Amiga 179,00 

Power Effect #2. Amiga ....45.00 

Superview. Amiga 45,00 

Boris Effects 3.0 339.00 

Boris Effects Ltd 139.00 

Bryce2 2.0 159.99 

Cinematte, Intel 179.00 

DeBabelizerPro 369.00 

Oetailer, Intel/Mac, ..279,99/299,00 

Digital Motions JPEG 129.00 

Digital Museum CD 115.00 

Dimensions, Intel/Mac 59.00 

Dinosaurs ROM CD 125.00 

drawStudio 2.0, Amiga 155.00 

Expression, Intel/Mac 309.00 

Extreme 3D. Intel/Mac 405.00 

Final Effects AP, 

Intel/Mac 139/149.00 

Hash 3D Anim. Intel/Mac ..185.00 
Hash 3D Master Pro, Intel, 550. 00 
Hash 3D Master Pro, Mac .529.00 
Hollywood F/X 3.0, Intel ....509.00 
Imagine. Amiga/Intel ..100/389,00 

Infini-D. Mac 519.00 

Inlini-D w/lnterior Design 

Collection ,...640.00 

Mad Scientist 86.00 

Main Actor Broadcast, 

Amiga 159.00 

Media Motion 3,0, Intel 145.00 

Media Paint 409.00 

Media Studio Pro 5.0 439.00 

Monument Designer Call 

Painter 5.0. Intel/Mac. 299/225.00 

Poser 2, Intel/Mac 119/145.00 

Power Surge/Adobe plug-ins, Call 

Pyromania I or 2 CD 139.00 

Pyromania I & 2 CD bundle. .219.00 

Real 3D, Amiga .415,00 

Real 3D, PC 915.00 

Reel Explosions, Intel/Mac. .310.00 

Reel Fire, Intel 315.00 

Reel Textures, Intel 219.00 

Take 32 CD, Intel 89.00 

trueSpace 3 699.00 

Universal 3D CD 119.00 

Wipe Studio 129.00 

World Construction Set 579.00 



TORIAL 



VIDEO TAPES 

Advanced Features. Lightwave 39.99 

Cinematic Visual Effects 39.99 

Digital Cinematography 39.99 

Flyer Advanced Techniques 39.99 

UghtWave 3D 5.0 Tutorial Bundle .1 39.99 
Lightwave 3D Modeler 

1 & 2 Bundle 69.00 

Lightwave Lab Vol. 1 Characters. .35.00 



Lightwave Quicksort 39.99 

Mastering Modeler 39.99 

Organic Modeling & Animation ....39.00 

Plug-In Power Hew' 39. OD 

Pro Flying Logos 39.99 

Project Modeler 1 36.00 

Project Modeler 2 36.00 

Pyrotechniques 39.99 

Steamer - Effects Tutorial 39.00 

Spacecraft Modeling Design 39.99 

Spacecraft Surfacing 39.99 

Video Toaster Essentials 39.99 



BOOKS 

Bestot Lightwave Pro Hew! 38.99 

Complete Post Production 19.99 

Flyer Mastery Guide Call 

F/X Kit for Lightwave 29.00 

F/X Kit for LW Addendum 5.0 19.00 

Lightwave 5 Character Animation.. 44.00 

Lightwave Power Guide 44.00 

PhatoReal F/X 42.00 

CD ROM TUTORIALS 

TutorVision 3D CD 49.99 

LenyCD 69.00 



NOW 
IN STOCK! 

Q 

Newtek 



^LIGHTWAVE 3D 

Lightwave 3D 5.5 - Powerful 3D software that 
unleashes your imagination and gives you the 
freedom to put creativity in motion! 

Lightwave 5.5. Intel 1799.00 

Lightwave 5.5. DEC Alpha 1 799.00 

Lightwave 5.5, Mac ,. Call 

LW 5.5 Intel w/lnterior Design Coll 1849,00 

LW 5.5 DEC w/lnterior Design Coll 1889.00 

Lightwave 5.0, Amiga 1165.00 

Lightwave 5,0, Mac 1059.00 



Lightwave 5-5.5 Upgrade, Intel 459.00 

Lightwave 5-5,5 Upgrade, DEC 475.00 

LighlWave 4-5.5 Upgrade. Intel 655.00 

Lightwave 4-5.0 Upgrade, Amiga 295.00 

w»* u^.LW Plug-Ins 

k Film Grain Call 

Motion Pack Call 

Calibar Test Signal Generator 329.00 

Includes free battery! 

Call for School or Government discounts! 




This super cool. 

interactive 

Lightwave tutorial 

CD was shot 

live at the 

Lightwave Expo 

in NY. Not only does it provide 

excellent tips and info, it's also 

great entertainment. 

LENYCD 69.00 





UGHTWAVE PLUG IN 
UGHTWAVE RELATED 
SOFTWARE 

AVI Load 49.00 

Genesis for Lightwave 315.00 

Kumanoid for Lightwave., .160.00 

Impact 2.0 Call 

Light ROM Vol. 4 CD 29.00 

Light ROM Vol. 5 CD 39.00 

Light ROM Gold CD 29.00 

Locks Key Call 

Particle Storm 2.0 Call 

Puppet Master, Amiga/lntetDEC ..Call 

RegliTools Call 

Scene Machine CD, Intel 95.00 

Solar System Kit/LW 93.00 

Shaderman , Call 

Vertilectric. Intel/DEC 75.99 

Wave Filter, Intel 149.00 




the most complete image 
processing solution you'll find for 
the Amiga. Easy and powerful 
interface; fantastic special 
effects. ..Image F/X 2.6 

w/CineMorph. Amiga 225.00 

Aladdin 4D 189.00 



Sale Harbor is dedicated to providing quality digital video, animation 

and multimedia products, technical expertise, and courteous, 

personalized service to our customers to maintain our impeccable 

reputation and total customer satisfaction. 



Terms: POs accepted trom schools 
and government agentrtS'Personal 
checks require 7 days lo cleat » 
DeTeclive products replaced 
promptly RMA number required 
(call4l4'548'S159}l»a< 
mercPandrse returns Returns 
not accepted after 15 cays 
Returned products must be in 
original packaging, postage 
prepaid. Opened software not 
returnable. Shipping rjiarges 
not refundable Returns subiect 
103 15% restocking fee • Mot 
responsible lor typos Prices 
subject to change 
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VeriLectric 1.1 

This Lightwave 30 piug-m creases electrical 
effecrs in me Moleler and Layout portions of 
Lightwave 3D. Whether you want to sp?ce up your 

logos ot produce realistic natural effects, put 
VertiLfictric in your graphics toolbox! 

Bkvii» Enterprises [VE-HD01] S 79" 



Film Grain 

lhe perfert mokh hi the impefkti wotid of fitm 
You spend atl mat time creating perfect 3D 
images only Id composite them with imperfect, 
grain-laden film. This plug-in lor UghtWave 3D 
allows you to match film backgrounds or add 
grain to an entire rendered trame 



Matrox Video, Graphics & TV 

KOBE October I ^December- 31, 1997 

For the ultimate home entertainment PC upgrades, 
buy a 4MB Mystique 220 graphics aczeleralor, a 
Matrox Rainbow Runner Studio video editing 
module and a Matrox Rainbow .Runner TV tuner on 
one order and get a S50 rebate^ Buy ail three 
Matrox products, and gel over S7Q0 m free software 
tor video a image editing, video conferencing, 3D 
gammg & more! Also, receive the incredible rebate 
and experience what great things you PC can do! 





EdilBay 



tfmk 

00ffipcsi!9 arc S-V.3SO 10 * ?Ci Els Master live 
audio/video capture card * CD qualty audio with 
perfect lip sync ■ video data rates over 6.5 MB/sec 
* DPS Video Action Pro non-linear editing software 

DPS flew Product' 'CALL 



Broadway 2,5 u .... /;'.:...; 



Now *itn real-time compression, video oui and 
video streaming' Create video dps mat can be 
used in PC applications such as web sites, 
presentations and CD-ROM tiles. 

tALL 

s 499" 



Broadway 15 (O1-K5O04] 
Broadway Bcainrw [DM 5005 1 



miroVIDEO DC30 plus 

* complete nonlinear digital video & audio editing 

« miroVIDEO Pro-Pack (instant vsdeo acceleration) 

* compression ratio 2.5:1 

* high TMB.'s data rate through bus mastering 

* includes Adobe Premiere 4.2 fa $795 value) 

* computer monitor overlay through PCs bus 

* audio syic with on-board audio 
+ AVI assembly tor large clips 




miro 



DC30 plus 

PC20 plus 



[MI-R5Q4Z] 

!','!Si041] 



'CALL 
■CALL 



AV Master Plus 

new NT drivers • CD quality audio video on one 
board ■ PCI bus mastering • 4:1 WJPEG 
compression * Professional qualrty video & audio 
■ Ulead MediaStudio Pro 5.0 Fuil version 

(a 5595 value] • Magix Music Maker 3,0 LE 



M t-Hbl [F1S50J5] 



749' 



OnStage 



OnSiaje a the 4-channel audio card mars made 
lor you. Wuh SMPTE LTC timecode. video 
genlcc* and MIDI t'O, OnSlsge is Ihe ideal board 
for videograptiers who need (lawless 
synch ronizasion ol audio to video 

Applied Mogit [HMI500I] '1,499" 




MediaStudio Pro 5.0 

Superior performance, brilliant output qua ity and 
unmatched creative depth make Ulead's 
MediaStudio Pro 5.0 today's most complete and 
powerful desktop video editing solution. 

DISS! im-EMis] =CALL 



Millennium II 

Supoiir Rrrfbmuji CsMpulit% 

The new Matron Millennium II grapbrcs card 
features a 220 MHz RANIDAC and up to 16 MB ot 
dua'-ported WHAM memory, 

4M [M1-X5027I ! 185" 

mOtrOH 8M | V.R XSC-76] '29 9'" 



Exclusive 
New Bundle! 



Lightwave 3D 5.0 

Premiere JD iiimolim Sofrvrare 
' Open 6L or OuickDraw3D support 

* MeiaMation 

* inverse kir-emalics 

' MelaNURBS modeling tool 

* eel animation features 

* Lens Rare modes 

* Bones 



Oxygen 3D 

hie Geot'm Fuel for 3D Atakttlim 

Open GL and Heidi acceleration 
' Gouraud shading 

• Perspecfrve-correci texture mapping 
1 Atmospheric effects 

■ Alpha buffer and overlay planes 

• Transparency 

" Hefresh rates from 60Hz 1075 Hz 



\* fclICT.lt ptIBB 
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Lightwave 3D 5.0 & Oxygen 

Dynamic Pictures Oxygen 3D graptiics accelerator cards are lully tested and used by 
NewTek in the design of Lightwave software. UghtWeve 3D with a Dynamic Pictures 
Oxygen 3D accelerator is Itie artist's choice for creating special effects for popular televisjon 
shows, feature dims and corrmefCials. as well as graphics for corporate videos, video 
games, print and much more. 

Experience the awesome 3D animations you can create with ttiis popular and versatile 
package with the productivity tftai cnJy Oxygen can oler Don't miss the limited time bundle 

opportunity todays 

It you bought LighlWave 3D 5.5 (full or upgrade) since 1Q/1/Q7 get a S50 instant rebate on 
the pjrcriase of an Oxygen t02 or 202 

lightwave 3D 5,0 & Oxygen 102 J 1,499 $m 0V6f '240/ 

LightWave 3D 5.0 & Oxygen 202 *2,149 Sove 0V6f s 300/ 

Add UghtWave 3D 55 Upgrade '399 SqVB QW s 30/ 



tekH*i DETAIL 




LighlROM 



Graphic Detail brings you LighlROM' This CD-ROM is 
dedicated to ell 30 artists and contains Lightwave objects, 
scene lies, tenures, bump maps (JPEG. IFF & TARGA), 
fonts, thumbnail renderings and text dies wiih advice Irom 
the rendering pros. LighlROM 4 has all new materials! 

CD-ROM Collections 

Enhance any 30 progtam with these 
extensive 3D model & image collections: 

• true 3D lac Irue5pace 3D 

• Imagine PD 30 for Imagine 
•DEM- ROM for Vista Pro 

• Studio Meshkil lor 3D Studio 

• Multimedia Backdrops 

• 3.000 JPEG Textures 



LighlROM Cold [CD 13032: 
LighlROM 4 I CD-SOU Set |C0 13003! 
CD-ROM Collections 



! 39" 

•CALL 



DV DIRECT 

888-383-5933 



[Select to Lujjj^J 

Your Sl lr e.c l S o_u rc.e f 







Sipici 1411 



mpO DIRECT 

p Digitai Jideo, 3D Animation and Advanced Graphics! 




Video Toaster Flyer Systems 

Videography pros of every description gel off to 
a Hying start with Video Toaster Flyer Lei Digital 
Video Direct custom configure and install your 
Amiga based system. We are Ihe expens! 

'CAIL for a quote 




These cards enable you to design & manipulate 
complex models and scenes in real-lime. Oxygen 
cards are pure creative fuel for 3D acceleration. 
Recommended tor LighlWave 3D 5.5. 



Now with Power r/rreorfs These highly advanced, updated drivers increase 
performance up So 45% by taking advantage ol (he mulliple processors in 
today's bigti -performance ccmpule's and on the Oxygen boards Ihemselves. 



102 [mpsooii 'CALL 



— - — . iuz lumuuii kHLi 

EPi Dynamic Piclurrn 202 [DTPSOO?] 'CALL 




Motion Plug-In Pack 

This five-m-one ptug-m package trom NewTek 
helps animators creale realistic and 
extraordinary motion. Plug-ins induded; Gravity. 

Oscillator, Follower, Serpent and Cyclist. 



NewTek New Product! 



! CALL 



?;^;'r 



DPS Perception 

A favorite among DV Pros, this package Ooasts true IxoadcasS 
quality, lull SCr&en. lull motion video recording, crystal clear 
component video output and 720x480 lesoljtion. 

Perceplion [DP-S50O3] '1 649" 

live Video Capture Card [OP-550021 '879" 

Poneption & Capture Card Bundle [DP-5S0WI 'CALL 

Perception & Video Action HT New Bundle! S CALL 

A4V Digital Audio for Video Recorder [DP-S501 0] '1249" 

FX-250O [DPS5009] f 879" 

Spark & Video Action Pro [DP 55015] *699" 

Spark & Adobe Premiere [D-P-S501 1 ] '869" 

EdilBay Hm Product! 'CALL 



SS8K. 



ware 



3391AV Muopolis 9 IGB SCSI-j 7 9m 1.083 99 

4H5AV Mlcropolu 4.5GB SCSI-3 7.9ms 673 99 

Atlas II Quantum 9 IGB SCSI-3 7 9ns 999 99 

D«nne30 OmxOTO SGRAM PCI BM6 55393 

Fire GL 1030 Pro Diamond SGRAM PCI BMB CALL 

Jaz Iomega 1 0GB SCSI-2 I2ms Inlomartnemal 2999S39995 

OnSlage AptWaeti Mage CALL 

Personal TEC IV VT2KB DPS 799.93 

Personal VScope VMJMJO DPS 769 99 

Spark DPS PCI wi Adobe Premisnjt.2 863.93 

TARGA 1000 Tme^'s™ PCI w Adooe Pfemieia J 2 I.S99.99 

XPERTSWoiti ATI SGRAM PCI 2MB4MB CALL 

YfCRusVCP-IM WPIgs ,869 93 



rare 



ia Ferfect People Anns 

3D Bukter Pro 30 ConSnjctofi Company 

DetJabelrar Pro Ecutonurn 

fritjr&i lUuseun Descaled 0<crtal imagrjfy 

EMrefTw 30 2 Macramada 

FterFactory Metrografi imetAJpfta . 
HoltywcwJ FX 3-P Sywrgy luMWpAi 
Hummare Sluct-o Dscree;Lccc 

EmageF/Xte McrvaDesujfl 

Ka'S Pcwh Tods 3 MfiaCreaSwns. 



,57999 



. — 37999 
119-99 



bghr-flOM5 G/aphc Detail 

PatcleType MetTc^rafr IrtetAlprU... 

PryjIMhCp 4.0 Aifcf>s. 

Ptxel 3D Forward Design „ 



579-9*599-99 

CALL 

239S9 

114.99 

, ...-39S9 

79.99 



.59.99 



Propyl MsiTOCjf.a!i IntalAipKa 169 99/174.99 

ShadfrMan Dynamic RulitiH InltiVAIptu 139.99/209.99 

Spartcs Metrogfatx Imd/Alpha 159 99 : 199.99 

VkfH Action NT 4.5 DPS ,66999 

W-avenel Pro for LighlWave ATRSol:q-ie 299.99 

xFies 3-0 Macromedia 395.99 




Mix H' Mulch Collection 

'■■:■ ".'.i ', ■.':■::- ■: rrc-ii :. -: n ncbdasfie 
Weal Man and Woman wrth various articles of 
dotting: and harstytes. Re formats supported. LWO, 
3DS. DXF. DXFP. EflC. MAX and OBJ. 

Zygote New Product! *CALL 



Surf cue Effectors 1.1 

A powerful plug-in that lets you achieve truly 
dynamic effects; in record time. Create 
ammateaWe null objects that allow enveloping 
of ALL surfacing attnbutes in you? scenes. 

Prem Subrohmonyom [SMtfOOl] s 79" 




Stripper is an animation project bac<-up 

and transfer utility that easily bundles a scene 
file and all support files; including objects, 
images and Partce Siomn files lhal are 
referenced into one ZIP file 

B mmm '109* 1 




MacroForm 2.0 

MacroForm's RaiFTool2 environment allows ycu 
to use the smooth flowing nature of spline 
curves to bend, mold H raul d scale, stretch, twist 
and warp your objects. 

One and Only Medio (0A0?00l] $ 279" 




Real World Navigation Suite 

The Real World Navigation Suite allows users 
Id build interactive panoramas from 3D models 
rendered in LightWave 3D. It is also a great 
pre-rendering tool lor quck proofing 

Infinite Pirtures [IP 120011 *329" 




World Construction Set 2.2 

Purchase Worry Construction Set version 2.2 
between August t and the ship dale of version 
3.0 {expected Dec. 97) and receive the 
upgrade lo v. 3.0 for only $100. 
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OUR POUCY: VISA. MasterCard, Amancati Expt ess A Drscowfaccflpferj No surcharge oncaditcani otters. Cre&cafdsf&&ai^wbtcrfastyK $550CODte, casn crty. ptoa»ca* 
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PLATFORM KEY 

O Windows 
O MAC 


O DEC Alpha 

■■ J Amiga 



DV DIRECT 

P.O. Son 6512 Chrjmrjcign. Illinois 61 826 6512 

EXPLOSION OF NEW PRODUCTS! 
SAME DAY SHIPPING! 
INTERNATIONAL ORDERS WELCOME! 

888-383-5933 

TOLL FREE [888-DVD-LW3D] 



Sales: Man. Fri. Som 10pm & Sol. Srrm-opm CT 
Customer Service: Hon. Fri 9om 5pm CI 
24 Hour Order Fo«: 2 1 7- 3 5 6-43 T 2 
Cuslomer Service: 217-355-2785 
Internet OrrJm: solutions 9 dudi red. torn 
Inlcmotianal Sales: 217-355-2785 
Web Site: www.dvdirect.com 



m 



\M VOaQ< 






302 235 1204 Orderline 
302 235 1506 Information 
302 235 1507 24 Hour Fax 



4571 Kirkwood Highway Suite 170 
Wilmington DE 19808 



SAME DAY SHIPPING! 
http://www.devineinc.com 

EMAIL:devine@devineinc,com 
ORDERLINE 1 800 699 4049 



Amiga Hardware 



A520 Video Adopter 


(#022141 


Cfonty 16 


(#02703) 


Cybervision 64 3D W/4MB 


(#022451 


Cybervisjon 64 Scon Doud 


(#022511 


DKB Cobra 1200 33/33/00 


(#020521 


DKB Megachip 2000/500 


(#024001 


DKB Multistart 11 *A 


11(03902} 


DKB Rapidfire 


IB02101) 


DKB Spitfire 


IS02111) 


DKB Wildfire 6 B060A2000 


H02050I 


GVP I/O Extender 


18023011 


ICD flicker Free Video II 


IS02207I 


Utile Magic Box [WCI 


l»02216) 


Megalosound 


1*027041 


Mid; Interlace, Pyramid 


(#02700) 


Relina 11 


[#022311 


Reiina Z3 


(#02224 


5upergen SX 


(#022061 


Supergen SX Studio 


(#022181 


Sync Strainer 


(#032021 


Video Flyer v4. 2 + 


(#022021 


Video Toaster v4 2 + 


(#022011 


Vidi 24 PT 


(#022381 


Vdi 24 RT Pro 


(#022221 


Villagetranic Ariadine 


(#07004) 


Villagetranic Liana 


(#070111 


Villagetronic Picasso 11+ 


(#022131 


Villagetronic Picasso IV 


(#022331 


vlab Motion 


(#022231 


VlabMotion/22/Tocatla 


1*022331 


Vlab Molion/23/Tocalla 


(#022251 


Vlab Y/C External 


(K02242I 


Vlab Y/C Internal 


1*022261 


Wizard J60DPI Mouse 


1*044011 


YCP-GAY/CAdapfer 


1*022401 


Y/C Plus 


:*C2241| 



Amiga 
Software 



3D Rom Volume 1 or 2 


(#51077) 


AMITCP/IP 


(#50002) 


AWfebll 


(#53047) 


Audio Thunder 


(#54002) 


Address il 1 5 


(#53048) 


Blitz Basic 2 1 


(#51033) 


Cinerna 4D 


(#51079} 


Control Tower 


(#53011) 


Co Pilot Audio 


(#54000) 


Co Pilot Video 


(#55003) 


Cross Mac 


(#50000) 


Cross DOS 6 Pro 


(#50001) 


Cybergraphix 


(#53004) 


Dem-Ram 


(#51080) 


Deluxe Paint 5 


(#51017) 


Diavolo B-Up Standard 


(#53049) 


Diavolo Backup Pro 


(#53050) 


Digital Universe 


(#56001) 


Directory Opus 5 5 


(#53013) 


Easy Ledgers 11 


(#51081) 


En Print 2 1 


(#53024) 


Diskmagic 


(#53033) 


Gamesmith 


(#56002) 


Giaamem 312 


(#53051) 


GP FAX Generic 


(#53030) 


Hi Soft Basic 2 


(#51082) 


Hollywood F/X 


(#50003) 


linage F/X 2 6+ 


(S53006I 


Imagemasler R/T 


(051083) 


Impact! 1 05 


(#51051) 


Interchange Plus 


(#53010) 


Kara Collection 


(#51011) 


Lightwave 5 


(#51037) 


Lightwave 50 Upgrade 


(#51031) 


Lock S Key 


(#510B6) 


Maeroform 2 


(#53053) 


Main Actor Broadcast 


(#51013) 


Main Actor Professional 


(#51141) 


Multimedia Backdrops 


(#55008) 


Or. the ball 


(#53041) 


Pagestream 3 0* 


(#51012) 


Pro Vector 3 


(#51084) 


Pro Wipes 2 Vol 1or2 


(#53054) 


Radar 4000 


(#51007) 



S 19 

179 
27S 

125 

149 95 

149.95 

29.95 

139.95 

99.95 

1199 

109 

239 

699 

49 

39 

509 

549 

689 

739 

49 

Call 

2045 

269 

379 

249 

89 

259 

379 

1499 

2499 

2749 

Coll 

Coll 

39.95 

95 

849 



69 
95 

45 
G9 
26 

65 
239 
139 
90 
90 
69 
39 

49 

29 

119 

69 

98 

124 

89 

•J: 

29 

39 

68 

59 

47 

95 

225 

215 

75 

195 

95 

79 

1045 

299 

159 

229 

269 

79 

34 

34 

175 

179 

59 

259 



SASfC Developement 
Scala Art Library II 
Scala Art Library III 
Scala MM300 
Scala MM400 
Scala MM400 Upgrade 
Sequencer One+ 
Termite TCP/IBrowse 
Turbo Calc 3.5 
Twist 2 Database 
Typesmith 2.5 
Upper Disk Tools 
WordWorth 5 
World Construe Set 2 
World Alias CD 
Zip/Jazz Tools 



(#51085) 
(#5500S) 
(#55007) 
(#55002) 
(#55000) 
(#55004) 
(#54004) 
(#53005) 
(#54005) 
(#54006} 
(#54007} 
(#53052) 
(#54008) 
(#51004) 
(#56000) 
(#53019) 



Lightwave 
oftware 



18 Perfect People LE 
18 Perfect People 
3D Objects 

Lightwave 5.0 Upgrade 
Light-Rom 4 
Light-Rom Gold 
Moving Textures 200 
Particle Stcrm 
Sparks 
Universal 30C 



149 

19.95 

19 95 

139 

199 

6995 

35 

V, 

59 

119 

29 

26 

119 

375 

44 

24 95 



129 

349 

1550 

275 

39 95 

29 95 

24900 

259 

119 

119 




price 



Great Valley Products T-REXX-tt 

- Up to 1600% speed increase Desktop A/1000/030 & 800% for 68040 25mhz owners 

- Includes 128MB ram expansion for A4000Desktop 

- SCSI I & II FAST HARD DRIVE CONTROLLER INCLUDED - Up to 10 MbVSecond transfer rate 

68060@50MHZ BOARD{#02084) $795 

Low heat, power 6. profile simms for maximum performance • *MB *ons 17 JO 
REMEMBER! We have our LIFETIME WARRANTY on CPU, FPU BMB 40NS 350 ° 

and RAM (MEMORY) Chips- »« "J5 ,«* 



32MB «0NS 100.00 



TRADE IN YOUR OLD 
ACCELERATOR & PAY 
ONLY $ (call for details) 



Warp Engine upgrade kits - 
40mhz (#03600) 95.00 
33mhz (#03605) 75.00 



Amiga SystemsWNan linear HW 



We have older A4000/3000/2000 CALL 
reconditioned systems now 
available. (Limited quantities) 

Amiga 4000T SYSTEM (#01109) CALL 

68040 © 25MHZ - 2.1GB HD -6 MB RAH 
5C5! II HD Controller Cord - Software bundle 

Amiga 1200 SYSTEM (#01107) 599 

68020 9 16MHZ - HDs Avaitable-2MB RAM 



Lightwave 5.5 Intel/Dec 
$ 1699.00 

Adobe Premiere 4.2 $475.00 

ANTEX STUDIO CARD 

AWESOME PRICING $ 999.00 



©Truevision 

TARGA 2000 PRO Call 
TARGA 2000 for 
TARGA 1000 PRO best 
TARGA 1000 prico 


/ 


DV100 

$519 

The Best Call 
Price Ca " 
Awaits ** 

You ! Call 


^E9EWwP^^t 


,|i|i ■■ m- 


Video or Motion DC 10 
Video or Motion DC20 
Video or Motion DC20> 
Video or Motion DC30 
Video or Motion DC30* 



= wir= k 



VIDEO TOASTER & FLYER SYSTEMS 



Amiga 4000T System - Motherboard with two video slots, five zorro III slots, 3.5" 

□„„ .t». .»._* m .».k... ««.»««. floppy disk drive, mouse, keyboard, two megabytes of 

Requires a must purchase processor rr ' ' ' » ' 

option listed berefw. mnx jooo+ megabytes of hard disk space, software bundle 

Processor Options - A4640/A3640 68040 @ 25mhz w/cpu, fpu & mmu (mioss) 

I up 10 400% faster )Two s,r™ sockets MS Warp Engine 68040 @ 40mhz w/CPU, FPU & MMU (#02079) 

( up 1o 800% (aster JFour simm sockets POWER PC 200 

Memory Options - 1 Minimum of ten megabytes of ram required, more recommended ) 

REMEMBER! We have a lifetime warranty on all memory purchased 4MB 1x32 60ns Simm (#034001 
from Pt? Vine Computer $ales ! gm 2x32 6Qns sjmm (#03401 | 

16 4 32 MB SIMMS are lor use with MS Warp Engine & A4660 '6MB 4x32 60ns simm (#034021 

Processor Options, they will not work on the A4000T Motherboard! 32MB 8x32 60ns simm (#03403) 

(#02201) 

(#022021 



VideO ToaSter 4.2+ - (Hardware + Lightwave. Switcher. Character Generator. Paint Prg ) 

Video Flyer 4.2+ - < «*» Easier required: > 

9.1 GB HD Video Tested / Formatted & HQ5 Configured 

Stores 99%+ HQ5 Mode 1 Thai's approximately 35 minutes of HQ5 footage* (Standard mode stores even more 1 ) 

4.6 GB HD Video Tested / Formatted & HQ5 Configured 

Stores 99% + HQ5 Mode 1 That's approximately 1B minutes o! HG5 footage! (Standard mode stores even more! ) 

2.1 GB HD Video Tested / Formatted & HQ5 Configured 

Stores 99%+ HQ5 Model That's approximately 8 miniates of HQ5 footage! (Standard mode stores even more! ) 
OCtOpUS Gr3bi£ "(Required la connect flyer to external cabinet ) 

Midtower Chassis / External Cabinet - 

Houses up to NINE devices, five 3 5' bays, lour 5 25" bays. 250 watt power supply, three 
internal sesi daisy chain cables. 7 V wide x IS T tali, 16.6* long 

20X Plextor CDROM DRIVE & ASIM CDFS 3.8+ - 

Required to install toaster / flyer software 



(#14544) 

(#145681 

(#03205) 
(#03304) 

(#14219) 

(#53001) 



(#01111) 
$1795.00 

$ 200.00 
$ 595.00 

S call 

$ call 

for 

lowest 

pricing 

S Call 
$ Ca 
$899.00 

$ 599.00 

$399.00 

$ 99.00 
$ 199.00 

S 225.00 
$ 49.00 



Need some reasons 
to buy from De Vine ? 



- Same Day Shipping - No Sales Tax In Delaware 

■ Lowest Restocking Fee (Only 10% As Of October 01, 1997) 

- Lifetime Warranty On CPU & Memory (Ram) Chips 



Do your shopping then call us for the LOWEST price, or save yourself time and order from us now! 



- • ■ .•■■■) 

■ ■■■■Mil 



DIGITAL 

PROCESSING SYSTEMS INC 

Perception Video Recorder (#02217) 1590 

Perception Capture Option (#02248) 859 

RS 422 Option (#02249) 185 

Bundle with external cable (#02227) 2369 

Perception Audio A4V (#02243) 1229 

Perception Fx Accelerator (#02250) 829 

Time Base Corrector IV (#02203) 735 

Time Base Corrector III (#02235) 665 

Vector Scope (#02221 ) 795 

Amm anon recorder A /PC (02235/7) 1599 

SPARK w/o Adobe (S022B1) 595 

Spark w/ Adobe Premeire (#02280) 849 



Tape Backup 




LBWE 



8700 LT External (#14951) S649 



60MB per nvnute 
2 year warranty 

7 /14GB 

uncompressed / 

compressed 

SCSI t & tt 

Bmm 16Cm 



BMM 160M TAPE (#15205) $15.00 

Eliant 820 Interna! $1349.00 

Same specs as above 8700LT but can also 

lurn off compression and can verify dala 

its a!so twice as fast .' 

Mammoth 20/40 (#14957) 3299 

3072k / second - two year warranty 

20GB uncompressed / SCSI I S II 

40GB compressed / 8mm 1 70m 

BACKWARDS COMPATIBLE 

WITH OLDER 160M TAPES 

BMM 170M TAPE (#15209) $95.00 

SONY 

SDX 300 25 / 50 (#14953) 3399 

3072k / second - two year warranty 

25 GB uncompressed / SCSI I & II 

50 GB compressed / Bmm 1 70m 

8MM 170M TAPE (#15209) $95.00 

c2? Seagate 

TAPESTOR 8000 (#14958) 335 

1024k /second - two year warranty 

4GB uncompressed / SCSI I & II 

BGB compressed / TR-4 Tape 

TR-4 8GB TAPES $35.00 

CHEYENNE BACKUP SOFTWARE 
$175.00 



CPU&FPU Upgrades 
and Replacements 



6B040RC40 W/MMU & FPU (S03404I 95 

68040RC33W/MMU&FPU 1*03403) 85 

65040BC25 W/MMIJ 5, FPU 1*03406) 49 

68030RCJ0 W/MMU 1*03408) 49 

68030RC40 W/MMU 1*0340°) 39 

68030RC33W/MMU («03411| 35 

68030RC25W/MMU] (#03412) J9 

68BB2RC50 MATH COPROCESSOR (#03414) 45 

68B82RC40MATHCOPROCE55CR (#03415) 39 

68882RC33 MATH CO PROCESSOR (#03416) 35 

68882RC25 MATH CO-PROCESSOR 1*03440) 29 

68S81RC25 MATH CO-PROCESSOR (#03417) 20 

INTEL PENTIUM PRO 200 1*03601) C 

INTEL PENTIUM 200 1*03606) A 

INTEL PENTIUM 166 (»03602) t 

MMX a Pentium II mailable L 

Extensive stock of Motorola, lntel,& 
Cyrix processors available, so if what 
you are looking for isn't listed, call us! 



Memory /Ram Chips 



SIMMS 

64MB 72PIN 16x32 60ns (#03442) C 

32 MB 72 PIN 8x32 60ns (#03403) A 

16 MB 72 PIN 4x32 60ns (#03402) L 

OS MB 72 PIN 2x32 60ns (#03401) L 

04 MB 72 PIN 1x32 60ns (#03400) ! 

We are proud to announce trial we otter 
a LIFETIME WARRANTY on all chips 
we sell. 

DIMM. SIMM. ZIP. DIP. 8 PIN to 168 PIN 
Call with your needs' 



Amiga Custom Chips 



Kickstart 1 3 ram 

Kickstarl 2 04 ram 

KrCkslart 2.05 rem 

Kickslart 3." rom 

Kic-kstart 3 l roms 

3 1 Upgrade Kit Complete 

3 1 Upgrade Books & Roms 

3 1 Upgrade Books & Disks 

Amber 

One MB Agnus Chip 6372a 

Two MB Agnus Chip 8375 

8520 CIA 

8373 Super Denise 

Super Dmac Revision 04 

Super Buster Revsion 11 

Super Ramsey Revision 04 

2630/2620 upgrade kil 

2091 upgrade kil 

Janus 2 1 Upgrade kit 



Amiga Repair & Diagnostics 



Advanced Arrvga Analyzer 
- Diagnosic Hardware and 
software for 
your Amiga I 



69.95 



Removable Hard Drives 



lOMega Jazz Internal (#14908) 299 

lOMega Jazz External (#14907) 399 

lOMega Zip Internal (#14906) 139 

lOMega Zip External (#14905) 139 

SyQuest 44MB Internal (#14900) 95 

SyQuest 8BMB Internal (#14901) 129 

SyQuest 270MBInternal (#14960) 149 

SyQuest 15GB SCSI (#14913) 275 

SyQuest 1.5GB IDE {#14916} 275 

44MB Syquest Cart. (#15200) 39 

88MB Syquest Cart (#15201) 49 

270MB Syquest Cart (#15202) 54 

1 0GB Jaz Cartridge (#15213) 85 

100MB Zip Cartridge (#15210) 19 



CDROM Reader Drives 



PLEXTOR 20* Internal 
}D72k/second - 95ms 
seek Irme - 256* butter 
sesi I S II - Caddyless 
PLEXTOR 20x External 
a/so includes case with 
power supply, tsn & 
DB25-CENT50 cable 
Teac 16x CD51GS Internal (#14127) 
2400k/secQnd - 150ms 
seek time - 512k buffer 
SCSI I ill ■ Caddyless 
Teac 16* CD516S External (#14128) 
also includes case with 
power supply, fan & 
DB25-CENT50 cable 
Toshiba 12* XM5701BTA 
Internal - 125ms - 1 Year 
Toshiba 12x External 
also includes case with 
power supply. Ian i 
DB25-CENT5a cab'e 

ASIM CD) 5 (AMIGA) 
FWB TOOLKIT (MAC) 



(#14126) 225.00 



(#14122) 275.00 



(#53001) 
(#53043) 



49,00 
15.00 



CDROM Recorder Drives 



.AMAHA CDR-400 

6x READER & 4X WRITER 

INTERNAL (#14207) S 525.00 
EXTERNAL (114706) S 575.00 

PHILIPS CDD-2600 

6x READER & 2X WRITER 

INTERNAL (#14213) S 369.00 
EXTERNAL (#14708)$ 419.00 

RICOH MP6200S 

6x READER & 2X REWRITER 

INTERNAL (#14215) S 449.00 
EXTERNAL (#14221)5 499.00 

MASTERING SOFTWARE 

Master 150 (AMIGA) (#53002) S 139.00 
Toast (MAC) (#53038] S 50.00 

twith purchase of drive a! some time) 

EZCD Creator (IBM) (#53037) S 50.00 

Avilh purchase of drive at same time) a 



Blank Recordable CDS 
as low as $2.99 



Hard Drives 



See Us On The Web http://www.devineinc.com" 
Email Us At ! "clevine@devineinc.com" 



Quantum* 

9.1 GB Atlas ll-N Ultra 

9.1 GB Atlas ll-W Ultra 
perception / flyer drive 
7200 rpm - 8ms - 5 yrs 

4.6 GB Atlas ll-N Ultra 
4.6 GB Atlas ll-W Ultra 

perception /flyer drive 

7200 rpm - 3ms - 5 yrs 
4.3 GB Grand Prix 

7200 rpm - 8ms - 5 yrs 
3.8 GB Fireball (IDE) 

4500 rpm-10.5ms-3yrs 

3.2 GB Tempest SCSI 
3.2 GB Tempest (IDE) 

4500 rpm-10.5ms-3yrs 
2.5 GB Sirraco (IDE) 
great with dps par 

2.1 GB Tempest SCSI 
4500 rpm - 10ms - 5yrs 

2.2 GB Atlas II WIDE 
8 MS - 5 YRS-7200 

2.2 GB Atlas II Narrow 
8mb 5 yrs 7200 rpm! 



(#14548) 
(#14576) 


899 
899 


(#14544) 
(#14574) 


599 

599 


(#14506) 


549 


(#14540) 


339 


(#14571) 


339 
225 


(#14536) 


199 


(#14572) 


245 




363 




399 



SPSeagate 

23GB ELITE 423451 N 
23GB ELITE 423451W 
9.1GB CHEETAH 19101N 
9 1G3 CHEETAH 19101W 
10WOP.PM' 7 5 MS' 

NOTHING IS FASTER I 
9.1GB Barracuda 19171N 
9 1GB Barracuda 19171W 
7200 rpm - 8ms - 5 yrs 
99 10+%HQ5>" 
4.5GB CHEETAH 34501N 
4.5GB CHEETAH 34501W 
10000 RPMI 7.S MSI 

NOTHING FASTER ! 
4 5GB Barracuda 34572N 
4 5GB Barracuda 34572 W 
7200 rpm - 6ms - 5 yrs 
2 1GB Barracuda 32272N 
2 1GB Barracuda 32272W 
7200 rpm - Bms - 5 yrs 
5252QA 2 5GB (IDE) 



(#14547) 


1999 


(#14617) 


2049 


(#14613) 


1199 


(#14614) 


1249 


(#14549) 


999 


(#14569) 


1045 


(#14615) 


749 


(#14616) 


799 




S69 




699 




459 




499 



MICROPOLIS 



9.1 Tomahawk 3391N 
5 Year V^rranty-7200 rpm 
512kbuffer-7.9 MS access 
99.50%+ in HQ5mode3 5" 
9.1 Tomahawk 3391W 
9.1 Tomahawk 3391 N AV 
9.1 Tomahawk 3391 WAV 
2MB buffer'-/ 9MS access 
4.5 Tomahawk 4345N 
4.5 Tomahawk 4345W 
512kbuffer-7.9MSacce5s 
4.5 Tomahawk 4345NAV 
4.5 Tomahawk 4345W AV 
2MB bufer'-7 9MS access 



(#14557) 


935 


(#14545) 
(#14609) 
(#14610) 


999 
999 
1049 


(#14557) 
(#14558) 


549 

S79 


(#14611) 
(#14612) 


625 

675 



These new drives have proven to be very 
reliable! Up to 100% usage Digitally on DPS 
Perception, Newtek Video Flyer, Targa 
Series, Miro Series, Avid Systems, Media 100 

Not sure which drive suits you best? Call usl 



VOltx 






302 235 1204 Order-line 
302 235 1506 Information 
302 235 1507 24 Hour Fax 



4571 Kirkwood Highway Suite 170 
Wilmington DE 19808 
Circle #222 



ORDERLINE 1 800 699 4049 



AMEX, DISCOVER, MASTER CARD. VISA. DINERS CLUB AND COD AU ACCEPTED MAIL PREPAY- 
MENTS TO THE AODRE55 ON LEFT PRICES AND SPECIf CATION Aft£ SUBJECT TO CHANGE WITH- 
OUT NQIlCE DtfECtTVE ITEMS REPLACED WITH SAME ITEM At! SAL£S A3E FINAL AFTER TEN 
DAYS RETURN5 ARE SUBJECT TO 101 RESTOCKING FEE . PLEASE CALL 302 235 1504 FOR RMA# 
BEFORE RETURNING MERCHANDISE RETURNS WITHOUT SMAtfwueE REfUSED SHIPPING IS 
NOT REFUNDABLE WE ARE NOT R£$PON$lBlf FOR INCOMPATIBILITY OF PRODUCTS COOS ARE 
CASH ONLY COD FEE IS 16 00 " 19 9S 15 FOR AIRBORNE EXPRESS SELECT DELIVERY SERVIC£ UP 
TO FIVE POUNDS IN ACTUAL AND/OR DIMENSIONAL WEIGHT 





IS Computers & Video m 

11300 Hartland Street 

North Hollywood, CA 91605 

818-760-4445 




aimsT 




TTUli 

VIDEO RECORDER 



www.vgn.com 

PENTIUM ALPHA AMIGA SYSTEMS 

LIGHTVWE 3 D 

OPS 

HoiuwooD 



iiiji.iijiii).i,m;.iii.iMi)]juiii 




NewTek 



What makes T.S. Computers your Best 

Choice for your computer, video and 

animation needs? Service, Quality, 

Support, and Expert knowledge ! 

Authorized by Newtek, DPS, 

DeskStation, and others, we give our 

customers complete solutions - before 

and after the sale. 



FlY ER 



Ask us about : 

Plug-Ins 
Internet Service 
Web Page Hosting 
Rendering Services 
Equipment Rentals 
Used Equipment 
Upgrades/Repairs 



AMIGA 



Circle #233 



•-x^si 5 **.* ' 4 



Excellence in training. 



DAVID HIBSHER, INSTRUCTOR 
former NewTek Instructor 
and NewTek Technical Writer 





LIGHTWAVE 3D CU\SSES 



Authorized Lightwave 3D Training Center 



AN ACCLAIMED TRAINING 
CENTER IN BURBANK'S 
MEDIA DISTRICT 



ytdeo 
Symphony 

1701 Verdugo, Burbank, Ca 91506 
(818) 558-1900 / Animation Dept. 
www.videosymphonij.com 



Lightwave 3D 
Softimage 3D 
Softimage Toonz 
Avid Media Composer 
DigiDesign Pro Tools 
Adobe After Effects 
Adobe Photoshop 
Media 100 
mTropolis 



Circle #234 



TOP 10 TIP-OFFS 

YOU'RE NOT A 
GOOD ANIMATOR: 

[icetptt \\m lorJiconiij hum Iwi 
lOfflCUMAIiniiWielW. 
lijhlWlf! AninalK/30 tariiL mil- 

Mm n islcon: 

19. tour tampcUr daa nH iiare local 
rewgtilioi a aliVjil intetligenc. 

h3idwarB.jtt p! satis within to 
gneLppjisrrjkram 

9. KiiliiiiW-UIIIllllsTlAlS 
no Ml] garments seen m 
feiotia'sSeaHwita 

I. [lie fiequeiM Client suicides in f qui 

aomlwiiwiigsir*. 
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Atlanta, Georgia 







TRINITY 



Medial 00 
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Non-Linear Workstations 



ACS Computer & Video specializes in 
Non-Linear editing systems, sales, and 
support. Our technicians have been in 
the business for years and have 
hands-on knowledge in all aspects of 
Amiga, MAC and PC-based editing 
systems. Media 1 0O, Blossom & Flyer 
suites on premise and availible for demo. 
TRY BEFORE YOU BUY! 



Video Toaster Flyer Sales & Sen/ice! 

Repairs and Upgrades 
on ait Amiqas! 



All components in stock and availible 
for exchange. Leaner Toasters Availible! 



ACS 



Computer & Video 

5344 Jimmy Carter Blvd. 
NORCROSS, GA 30093 



Ph; (770) 263-9190 
Fax: (770)263-7852 



Toll Free: 

1-800-962-4489 

(orders only) 
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LIGHTWAVE - ALL PLATFORMS 



o 

o 

en 




TOAST 



Amiga Service Center 



voice: Hardwares Software: 

(619) 589-9455 Phase V Power Up 
p ax . Graphic and 

//;icr, CQO ci™ Accelerator Cards, 
(01^) SSVOZJU tbcs and Genlocks 
Email: Lightwave plug-ins 

tlivelv@connectnet.com ">W*"« tutorials 
LAN & Internet sw 

JAZ & DAT 

removable media 

CD-Rom Writers 

A4000T and A1 200s 

Multi-platform 

networking 

23 GB drives 



i 



The Lively 
Computer 

8314 Parkway Dr., 
La Mesa, CA 
91942 



^g& ALPHA RENDERING 
http://www.iworks.coni/tlc/ 

NONLINEAR EDITING 



/1fDlfl©UKT 



STUDIOS 



. dnniin oi WE WUCAWN SUPPLY % STUDIO 

1 1 123 SE 208lh Slreel ■ Kent, WA 98031 
(206) 852-1074 • Fax (206) 852-4729 

1-800-296-3342 

Finally... 

a Toaster dealer who knows what he's 

tallfinn ohm if I Over 21 years in broadcast video & audio 
lamii ly auuui ! industry (in-house production facility) 



Specializing In: 

Churches • Non Profits 
Schools • Studios • TV Stations 



Video Toaster 
Video Ftyer 
Genie Plus 
Amiga dealer 
MAC & PC dealer 
Training Tapes 
Audio & Video Dubs 
Blank Tape & Supplies 



P«c i SUo. V MANNA <«to pm &U*<A 





MANNA 
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MUSIC AND EFFECTS 

Your One-Stop Source! 



IB Libraries/148 CDs! 



i Target Trax" - A NEWM semce budget library, 

Repro-File'" - 16 M length CD's of quality "no-needle 

drop"music. lots of "Industrial" and much, much more! 

MAX-EFX'" - 800 "most useable" real stereo sounds. 

E-EFX "- OVer 600 superb electronic effects. 

Powertrax'- Powerful thematics for flV/Video & Broadcast. 

MAX TRAX* - A full library of 5-7 minute selections. 

Su pel Themes ! - Bigger than life sound at a buy .out price, 

America's Trax"- Historical, period, patriotic. 

Digital Ditties- - It* ultimate in multimedia music. 

Hot SpOtS ! -402.«'sand :30's for radio, TV, muhmedia. 
: Classic Tracks'" -Fully orchestrated: classical music. 

We've Got The Spirit" - rMvatkmal/ image building. 

Sound Scapes " - A panorama of visual musk. 

Momentum'' - Corporate cheers and "jingles." 

Back Trax'"- Music styles ut the 40's, 50's & 60's 

V-Trax"-Allyou add is the namthre. 

For a FREE Demo call: 

I (800) HOT MUSIC 

1 (800) 468.6874 

948 Riverside Drive • Los Angeles. CA 90039 
>13) 666.7968 • http://mvw.cssmusic.com 
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VIDEO TOASTER & 
FLYER SYSTEMS 



BUY - SELL - TRADH 



New and Used 
AMIGA COMPUTERS 

Amiga Parts & 
Repairs 



Pinnacle Genie Plus 

& DPS PERCEPTION 

Packages 



i 



Free video accessory 
catalog & bulk videotape 
price list (Includes Labels, 

Sleeves, and Cases) 

Call or Fax us with your list of 

items to sell, trade, or purchase 

Ph.(610)372-1010 

FAX (61 0)378-9606 
econnect@ptd.net 

ELECTRONIC CONNECTION 

635 Penn Ave. 

West Reading, PA 19611 



ur 14th Year in Business! 
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Video logy, Inc. 

Serving the professional video tind 

eomp Li (er graph ie s market p I nee . 

* 

Sales, service and support for: 

All Newtek 
All Amiga 

Intel and Alpha 
Workstations 

Video Storage 

LET'S TALK! 

(800)411-3332 
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Audition ALL our newest releases 
on one piping hot demo CD - FREE! 

" The Music Bakery is the only library 

I use or recommend, period. The quality 

our ivork is so far above the other libraries 

that /'if set them entirely iiside* 

-Tom Yager, President, 

Yager Media, Ft Worth, TX 




THE Ml$UC BAKERY 

"The Best Value in High-Quality Production Music" 

800-229-0313 

www.musicbakLTv.com 
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Fill out the subscription card 
in this issue, or call 
800/346-0085 ext. 477 
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SAY YOU SAW IT IN 

NewTekniques 

The must-read publication for Lightwave 3D and 
Video Toaster/Flyer users and dealers. 





c^c-e^ 



for Commercials anil Narratives. 

■15 of ihc ruutitry's best voices are 
available at Archer Productions! 

You direct by phone patch! 

Audio delivered on OAT or 

live via ISDN lines! 
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I-800/8A7-3203 
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in the 

NewTekniques 

CLASSIFIEDS 

FOR RATES AND 
INFORMATION. 



LUARINE RAO. 

(212)929-2116 



^USED AMIGA EQUIPMENT^ 
FOR SALE 

• 4000-040 desktop's S995 

• PAR cards S595; TBC-IV's S475 

• Toasters S525 up; Flyers S3095 

• SunrizeAD516 cards $550 

• 3000's S350 up; 3000T-040 S949 

• 2000's/accelerators/tower kits 

BUY/SELL USED/NEW 

AMIGA SYSTEMS 

WE REPAIR ALL AMJGAS 

//ardDrivers CO. 

407-636-3393 greenl@iu.net 




Mult 



la Lab 



The Multimedia Lab al Wall Disney I'ictuns and Television seeks 
creative, talented di gilal artists skilled in the follow rig tools 

• LIGHTWAVE 3D - 3D STUDIO 

MAX AFTER EFFECT'S 
- PHOTOSHOP - ILLUSTRATOR 

Platforms include Window NT and Macintosh Assignments 
encompass visual effects. 3D roodellng/animaion, and com- 
positing for television, film and dircct-lo-video pro|ects 

Please forward your resume and demo reel to Gary 
Kkinman, Wait Disney Pictures and Television, 
S00 South Buena Vista .Street, Burbank, CA 91521- 
7422. E-mail: pan kltinman@studio.disney.com 
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Pictures and Television 



FREE 



NEW SLETT ER 

FFIIHiHiiMlJ 

sales service 
tkainimc surrewNTAis 

HANP5 ON CLASSES 

LightWave3D Perception 

Video Toaster Flyer Amiga 

DiqiSuite Intergraph 

813-579-92Q0 /email: news@computer-video.com 
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Carrera Computers Inc. 

Computer Video Associates 

Creative Support Services 

DCG 

Desktop Images 

DeVrne Computers 

Digital Video Direct 

Disney Studios 

DVS Direct 

Dynamic Pictures, Inc. 

Dynamic Realities 

Electronic Connection 

Enorex Microsystems 

Event Horizon Studio 

Graphic Detail Inc. 

HardDrivers Co. 

Intergraph 

Lively Computers 

Media Quest Studios 
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One and Only Media 
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Questar 
Randomize 
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510-371-4500 
770-263-9190 

800-897-3203 

800-992-9242 

888-GO-AVATAR 
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life it ttalip 

Be Careful WhatYou Wish For 



Everybody wants to get to the top. I mean, it's 
the place to be, rights At the top, Nobody 
wants to be at the bottom! Last rung? That 
just ain't cool. And being mushed in between with every- 
one else doesn't get you noticed, so the top must be 
where it's at. Yeah, that's it. 



But what exactly is at the top? 
What's it like up there? Not too 
many people get there, after all — 
not much room, you know? Only a 
select few. Hmram. Wouldn't be 
surprised if most people want to be 
there simply because it's such a 
small club, Exclusive! Is it glam- 
orous? Well small, exclusive things 
usually are, so sure! Why not? 

But I bet you still don't know 
what's up there. There are people 
who look up at me like I'm one of 
those top-drawer folks. People 
who think that just because I 
supervise the CGI for "Star Trek: 
Voyager" that I'm looking down 
from Everest; that 1 know, you 
know? So they want to be right 
where I am. breathing the covet- 
ed air up there 

But let me tell you what it's 
like, Mike. 

I used to be an animator Yessir, 
I'd sit there every day and hope 
that the man upstairs would give 
me the cool shots so 1 could strut 



my stuff. There was nothing quite 
like it— I'd crank up the stereo, turn 
down the lights, and pop open a six 
of Coke as I would let myself get 
assimilated by my computer. Hours 
upon hours would go by and noth- 
ing — 1 mean nothing — would exist 
outside of me and The Shot. A few 
houis later I would snap out of it 
and show Tire Big Man what the 
score was. He'd Yea it or Nay it and 
I'd be back in action with the 
Pentium mind-meld. 

It was cool. I got to sit there 
and let the juices flow— day after 
day, week after week, year after 
year- But in the end, it was up to 
Mr, Big to decide what really went 
down. The man at the top rode the 
bottom line and decided what 
was in and what was out. I was 
just there for the ride, 

But I wanted to be the driver! 
Take charge of the bus and drive 
the other cats in the direction / 
wanted to go. Well, you know 
what they say. A few years later, 



here I am, hands on the wheel 
and eyes on the road. 

There's only one problem. 
Sitting in the driver's seat is not 
what 1 had expected To tell the 
truth, I never really considered 
what it would actually be like — I 
just thought it would be cool dri- 
ving that bus. Maybe like a Magic 
Bus. Or that big old Partridge 
Family bus! But it ain't like that. 

Instead, I feel like I'm at the 
wheel of that damn bus from 
Speed] The pace is as hectic as can 
be. Go too fast, you'll lose control — 
go too slow, and BOOM! You're just 
as toasted. This bus is big. and full 
of lots of people who depend on you 
and scream at you, and like it or not 
it's your job to get these people 
home on time. And. just like in the 
movie, stopping is not an option. 

Being a driver, or an animation 
supervisor, ain't all that enviable a 
position. Now, instead of being the 
master of my own little world every 
day, I'm the master of a whole, big 
universe filled with lots of other 
people who have their own little 
worlds. Now it's my job to make 
sure all these little worlds form a 
nice little solar system where all 
the pieces match up just right 

And it's not just little planets 
anymore! Oh, no. That would be 
easy! I've got to make sure that 



The view is great but it's 

a long way down... 



BY MOJO 

not only the planets are looking 
good, but their alignments are cor- 
rect, their moons are in proper 
orbit, they're all at that perfect dis- 
tance from the sun, the stars are 
twinkling just right, and God's cof- 
fee cup is filled all the time. 

1 don't get to animate much any- 
more. In fact, I have barely enough 
time to download a few pictures 
from altbinaries.whatever (and 
that's with a T-l) before someone 
needs me to check on their scene — 
or a phone call comes in alerting 
me to the latest crisis, or a fax 
needs sending, or a schedule needs 
adjusting, or a butt needs kissing. 

Only then do I have a chance to 
squeeze out a few drops of creative 
juice and do some of the work that 
I really want to do. Of course, it's 7 
pm. now— on Friday night— but 
the shot needs to be done and 
there's no one else around to do it. 
But hey— I'm in chaige\ I'm at the 
top and the air sure is . .thin. 

So, brothers and sisters, you 
want to rise up above it all and 
reach the summit? Make sure you 
poke your head up first and take a 
nice, long look because once 
you're there you may realize that 
it's a long way down. 

Mojo is a supervising animator at 

Foundation Imaging. He currently 

oversees the CGI (or "Star Trek: 

Voyager" and wonders 

what it's like outside. 
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Qet FREE INFORMATION about the products & services in this issue! 
Simply circle the number on the card that corresponds to the 
Reader Service number shown on the ad or editorial copy that 
interests you, and drop the card in the mail today! 
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• PC Graphics & Video 
Magazine the leading Windows 
publication for digital content 
creation. Monthly reviews, 
features, how-to's and new 
product announcements. 



NT Studio Magazine 

takes you inside the hottest digital 
studios in the entertainment industry. 
The people, the projects, and the tech- 
nology revolution. Six times a year! 



NewTekniques 
Magazine the exclusive insider's 
guide to the world of Lightwave 
3D and Video Toaster/Flyer. Six 
times a year! 
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V—arrera has been with us from the beginning. They are essential to 
meeting our clients' needs, particularly on such projects as Sliders, 

yyej X Files and Star Trek Voyager. 
Their service is unparalleled 
and I would recommend them 
to anyone who wants to get 
into the animation 
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Ultra High End Rendering 
Non-Linear Solutions 






Animation 
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Managing Partner, 
Digital Muse 
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We could not have finished Casper, A Spirited Beginning, a 20th 
Century Fox, Saban, and Harvey Entertainment film, without Carrera. 
Given the reduced budget and timetable given, only one vendor could 

do this and it was without doubt Carrera. - Ray Mclntyre, jr., 
President, OCSIFreeze FramefPixel Magic 
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We have been a Carrera customer since we started TRG 3. All of the 
effects used on Deadly Tide were rendered and animated with our Carrera 
hardware. When it comes to great product with excellent service, only one 
company comes to mind.. .Carrera! 
- Tony Stuttcrhcim, General Partner, TRG 3 
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Carrera Computers, Inc. 

23181 Verdugo Drive Bldg 100 
Laguna Hills, CA 92653 
714-707-5051 
fax 71 4-707-5053 

Circle #243 



>K..i^ 






nrira 



■■ 



EZB 



ww.carrera.com 



-800-576-RISC 
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UMMA IS A BELLA 
ARE YOU TREBLE 



REBEL REBEL 



ON THE DOUBLE 



TO SOME TROUBLE. 



The headline makes absolutely no sense. Neither does buying NT PCs for mission critical, complex 

applications. Especially when the new Sun Ultra" 30 workstation performs compute-intensive chip simulation and 

3D graphics with a speed and accuracy never before seen. Ultra 3G"s breakaway technology allows your departments 

to simultaneously network, collaborate, access data, design, and print faster than ever before. (Check specs 

below and then come back here, please.) For more information, visit us at www.sun.com/q-md 




Sun Ultra 30 

300Mliz RISC processor. 

The industry's first dedicated 66Mhz PCI bus for faster networking and I/O throughput. 

Double the floating point performance of any PC workstation for intense graphics and simulation computations. 

2MB cache per processor for faster performance (the fastest NT PCs only have .5MB cache memory per processor). 

Sun system's bus architecture with 1.6GB/sec throughput, three times faster than 528MB/sec NT PC throughput. 

Accommodates two 24" wide-screen, high-resolution monitors (NT PCs can't handle one). 



THE NETWORK IS THE COMPUTER 7 
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